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Pes INTRODUCTION : 
This volume collects Asura’s Wrath materials, merchandise, and many other thing The comments accompanying the illustrations ae 
are by the CyberConnecte staff below, with the name of the commenter following the comment in brackets at the end of the sentence. 


Art Direction Character Model Direction & _ Scenario Concept Art 
Koki Yamaguchi Yoshitaka Kinoshita Yasuhiro Noguchi Hirotada Okabe 
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Domestic version packaging 

We decided on a close-up of Six-armed Vajra Asura exploding with wrath to try and directly communicate the heat of the title. We worked 
hard to have this be a visua! that would immediately draw the eye so that the title wouldn't get buried when on display at shops. Because 
the ideas of the production side and the checking side were in alignment, we were able to complete this visual smoothly. (Kinoshita) 


ed him from slight 
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e-Capcom Limited Edition Asura’s Wrath "Heaven" packaging 
This is the box art designed in the post-development period, when the design work had settled down. When we design Six-armed Vajra Asura all over again," and that’s how he went forward. The result was even more full of 
asked Tokitsu, the character designer, we told him, “Taking all the designs up to now into consideration, wrath, a single piece complete as an expression of Six-armed Vajra Asura's core instincts. (Yamaguchi 
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me about with the idea of a picture 
portraying an old human legend, the details of the Eight Guardian Genera deliberately 
portrayed incorrectly. Then there is Asura, who is deemed to have been a traitor to the gods 
and has a cut on his face as a result. (Kinoshita) . 
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Dengeki PlayStation cover (Ascii Media Works) This one-panel piece shows Asura, having lost his daughter and tortured by his © the game itself, but it shows the self-loathing, sadness, and hatred he feels 
wrath, beginning to change into the Berserker. This image is not depicted in for not being able to help his daughter. (Yamaguchi 
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Character concept art: Deus 
Deus is decorated in a dignified gold. The motif is the lightning that is also 


used in Deus’s attacks. We posed him in a manner befitting the king of the 
gods, not giving him any large movements and instead having him stern and 
majestic. (Kinoshita) 


Character concep 
The lone woman among the Eight Guardian Ge Ss done here in a ladylike 
he dazz| (y Wa iece. I think this 
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ese 


a powerful red that will burn 


ing into you at any moment, I feel like 
omes through her 1 his mouth twisted up fearlessly like that. 
(Kinoshit 
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PURIFICATION 
TROOP PRIVATE | 


WITH KHAKKHARA 


WITH LARGE SHIELD 
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, CHAPTER: 


CHARACTER SETTINGS COLLECTION 


CHAPTER: 3 


6 
ASURA oETTIN ’ One full year from the start of development, we finally settled on the current design. In the beginning, instead of the six arms, 
[] FULL BODY FRONT VIEW, there were lots of different proposals, like giving Asura a transformative element to change into a bigger form or giving hima 
Sy large number of weapons. In the end, though, he was drawn in a simple and hot style, so that the character's concept and feel 
could be communicated directly and more naturally. Also, when we were working on the design, he was drawn ina fair bit of 
detail, with specifications like how his obi belt is tied and the way his silhouette appears with the layers of fabric; we worked 
to create something polished despite its simplicity. (Yamaguchi) 


The line breaks in the panels basically correspond to muscle breaks. The drawing on 
the right identifies the parts by color. Lines within areas that are the same color are 
not panel lines, but rather show decorations [as if carved into the surface) or 
deterioration (cracks, etc.). 


ASURA'S WRATH" 
O62 OFFICIAL COMPLETE WORKS 


[| LOWER BODY CLOTHING SETTINGS | [_] CLOTHING SETTINGS: HIP CLOTH 
The very bottom layer he’s wearing is an article 
of clothing shaped like pants. 


{ # \ 
ar) 
TES } 
a Ud 
as » This is wrapped around on top of the 
Pr bye, 


) 
ba 
j 
 F pants. It’s basically the same as the 


’ tiene hip cloth in the image. 


2 
\ 


On top of the hip cloth is a wrapped 
piece of clothing that covers the 
lower left side of the body. It’s tied 
on with an obi belt. 


1 is 
Saad 


It's like this under the mantle. 


Gauntlet 
Back side of hand area 


The back of the hand is covered by armor. 
The front and back are consistent with each other 
up to the area separated by a pale blue line. I'll 
eave to you the decision of increasing or 
decreasing the pale red area around the elbow, 
taking into consideration the degree of corrosion. 
I think it would be good to slightly differentiate 
the silhouette for the pale red area on each arm. 


In general, the part separation lines follow the 
breaks in the muscles. With emphasis on how he 
looks, I think it would be better if they were not 
exactly aligned with the muscles, but rather 
exaggerated breaks (of fake muscles). 


Using the far right example as a guide, parts other than the areas 
colored red have crumbled away. 
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SIX-ARMED VAJRA ASURA SETTINGS 


(| FULL BODY FRONT VIEW : (HALO 


The bit that gave us the most trouble was the four arms in the back. If we just put this 
kind of portrait-like volume as is into the game, he would be too big and animating his 
actions would be difficult; we worked really hard to find balance. Also, we tried not to 
change the figure of Asura himself too much in order to make him more sympathetic. 
(Yamaguchi) 


Cross-sections for convenience to help understand the arm positions and attachments. 
These are only meant to be helpful: it is not a requirement that the arms look like this. 


This (02) is how it would actually look. 
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BERSERKER SETEINGS AAA NN 


|_| FULL BODY FRONT VIEW 


This was designed to be the Asura whose wrath had run 
wild. The point we were most careful with was to make 
sure that this was still recognizable as Asura, even though 
his form had changed a great deal. In particular, we 
emphasized close-ups of his face, and for his head a 
we designed dozens of proposals. [Yamaguchi] 


There are portions on the front/ 
The spikes sides where the three-dimensional 
of his hair yy Ae hysical forms are not bein 
7 maintained. Easing up on the 
silhouette outline ale be enough 
to resolve this. 


are bigger. 


Ne ath AG A 4 


So that 
the clenched 
version is 
also good 
stretched out : 
Bone shape 
central part 


Pinger joints 
view this : 
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(_] EXAMPLE WITH HALO AND EQUIPMENT : (| LINE DRAWING: FULL BODY, THREE VIEWS 


This is the | Head silhouette 
simplest one. Make. the hair 
spikes larger So 
that they’are 
central and 
prominent. 


__| AURA COLOR SETTINGS If any of these lines or parts get 


Revised body aura in the way, please feel free td omit 
Silhouette details related to the them as necessary. 

accessories on his back and his armor 

have been omitted. 


Asymmetrical, ete. 
A Cc anges 


| 
Ad 


BORAT Gael 


WRATH SETTINGS 


We designed this as the Asura who has surpassed the limits of his wrath, 
and now only searches out his enemies with razor-sharp focus. For the 
scene in Episode 15 when Yasha comes up against Wrath, to further bring 
out the contrast between Yasha [who is trying to forge a new path) and 
Asura (who is bound by his wrath to a dark and grim path), we designed 
Wrath with a black coloring and gave him a slender silhouette. 


ae eeabe (Yamaguchi) 
through from 

the parts of the 

body that have 


carbonized and 
fallen of F 


Even slimmer 
image of the inside 
(luminescent body) 


Head lines emitting light 


Also an impression of loudness. Line rs narrowed down The idea is something almost entirely black with just the 
to onl body lines. I think that just ma ing the eyes and li ht-emitting areas standing out ( eyes, mouth, face/body 
mouth (when open) emit light would work for the face. lines). 


Base color 
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MANTRA ASURA SETTINGS 


(| FULL BODY FRONT VIEW 


This form shows Asura after he gains Mithra’s power, with the glittering golden arms Asura is known for seriously 
powered up. We really struggled with how to sublimate Asura, after the player has come all this way with him, but in the 
end we decided on a straightforward design, which is a theme you see pretty often in shonen manga. (Yamaguchi) 


INITIAL DRAFT : WRATH HEAD AND HALO 


(| HEAD 


Draft with mouth open 


Light comin 
trom eyes 
and mouth 


|_| UPPER BODY PARTS SETTING 


(| ARMS 


Reduced volume around wrists, addition of lines for 
bending wrists, part revisions complete 


Side view, 


Side view, 


Range that 
Can be seen 


Inside 


Outside 
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ASURA, THE DESTRUCTOR SETTINGS 


(| FULL BODY FRONT VIEW > {] HALO In Episode ee: A Life Well Lived, the halo on his back is shown changing into 
| a flying form. The truth is, the animator looking at the completed design - 
which did not have this setting originally - said that it might be cooler if we 

made it transform, which led to us adding in this function. (Yamaguchi) 


Difference between 

arts radiating out and 
all rotruding areas 
when removed. 


The parts 

where the 

connect have 
been revised. _ \ 


SB 


We wanted to show a glimpse of this final form with Mantra Asura, so this design was actually finished 
first. As a concept, similar to Mantra Asura, this is a straightforward design. We were most concerned 
about the sense of volume in the arms' design. How to communicate the very simple development of 
bigger arms gave us a fair bit of trouble, but I feel like this design will make you think: Hot! Cool! No 
doubt about it! (Yamaguchi) 


The lines on the arm 
surface are like the 


drawing to the right 


Up er arm’ 
4 t color +» 
ilvVery gold. 


Arms, 
hands 


Basically, 
these are 
the same 
old, but 
) ae, the tip is 
Ds richer. 


GF 
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|_| UPPER BODY METAL AREAS | (| UPPER BODY BACK VIEW 


*Even when Asura 
is in his 
Destructor form, 
the u per body 
metal parts are 
laced on this 
silhouette. 


‘ 
} 


’ These. dats have past 


pens 


lines 


extended where connected parts are 


[_] ARM CONNECTION EXAMPLE | placed on the back of the body. 


Joint on Asura the | -  ) % 
Destructor’s additional 7 Ale” Ball-joint 
arms ,™< é Oh) parts 


Top view 
Supplement 


If we dont 
want the arms 


A to be attached 
Back parts ~N ude atin —— ~~ together, this 


bottom level V4) a WwW Pee), Ae <9 : > 7k —~ \ } r design idea 
‘ > <f Fille’ We SAA k3) A ded hin, Ne would still 

allow for 

maneuverability. 


ww wil “ to) arm | 
silhouette | 


Protrude from Asura 
the Destructor’s back. 


It’s fine if parts are 
cut. 


INITIAL BDRAFT: ASORA, THE BESERUCTOSR 


|_| ARM CONCEPT |_| THOUSAND ARMS 
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YASHA SETTINGS 


[| FULL BODY FRONT VIEW 


This character is in the position of 
being the lone handsome face in this 
world. No ordinary rival, he is more 
mature than Asura as his brother-in- 
aw, but deep down he has the same 
passion. Getting all this into the design 


was a lot of hard work. (Yamaguchi) 


We came up with a fair number of proposals for the hairstyle and 
the tattoos, which really change the impression the head makes. 
With ideas for things like a priest-like hairstyle among them, in a certain 
sense, this character was more difficult to do than Asura. (Yamaguchi) 
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(| CLOTHING SETTINGS: HIP AND HAND ADORNMENTS 


ok - 


|_| CLOTHING SETTINGS: TYING THE OBI BELT 


FRONT 


2 I'M THINKING OF GOING WITH THE PROPOSAL ON THE 
BACK SIDE FOR THE WINGS ON THE BACK (SCARVES). 


Paint yellow over the base, with the rendering havin 
a white base and the impression of a little a 


Steps are 


rounded. 


(| CLOTHING SETTINGS: MARTIAL ARTS UNIFORM | HALO 


For when you see Yasha from 
behind, I'd like this area to be 
designed the same on both sides, 
similar to the halos of the other 
Seven Deities. 


Attaching the adornment at the 


The idea is that it narrows down towards the knot at the top of the slit. wing-base area (light blue part) 
(It's not necessarily that there is a tie of some sort running through it. to the underside as well will 


It's fine if it’s just held back in this kind of shape.) os NUS) x 4 probably allow for a rough 
rn nnn ann AW) — cy consistency in Yasha's external 


appearance when viewing him 
head-on from the rear. 


i 


i 
j 
i} 
| 
i 
} 


=J35 — — i —T i“ ~~ "Make slight changes to the shape 

; | The same design of the wing part on the underside 
around here only to hide the tips of the light 
Goes around and cuts radiating from the bottom. 


in at 70 degrees. i All the surface lines are 


f ‘ ‘ 
< The grooved Ae single and carved in. 
ortion is not ft 


formed by a Hh | The single and 
spiral, but — double lines in 
rather 4 Ni (2 “a the drawing to 


individ, 
dlesed rings ARS the left show 
O > SN the thinness” 
thickness of 


\ thick the grooves. 


The hip area is narrowed in with the buckle, 
but the wide line is maintained with the stiff 
area of the hem. 


yt 


[| EPAULETS 
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LEADER OF THE SEVEN DEITIES: DEUS SETTINGS 


[_] FULL BODY FRONT VIEW 


Shoulder area is silver oS, 
EONS 


Ni 
ig 


As a rule, all parts are 

metal ( yellowish- 

brown), but the color 

of each part is slightly — ges ee ii.) : a, Ye 

differed: This eee G (81°96; VOC ee , wee Sy 2 COO ~~ e A COR q 

does not add in an | : ~~ : See 2 cc 

colors other than his * 
ersonal colors of 


white. and gold 


- Gold breastplate 
. Fairly copperish old 


around the shoulders 


- Lower parts are silver 


eus governs the Seven Ueities. To bring out a gentlema 
nd noble air, we brought a Western essence into the desi 
y using the uniform and a suit. It’s a distincti 
ombination, but I think it brings a nice accent and sho 
eus as the majestic and imposing figure he is. [Yamaguchi 


(| FULL BODY BACK VIEW AND FULL BODY VIEW WITH CLOAK 


The cloak is - 7 @ INITIAL DRAFT: DEUS HEAD PATTERN 


the same white as the i : 
ants, with a stron ae a ag, Idea of it 


color temperature. floating 
s 2-3 cm. 


above his 
face 


Only the shirt 

on the upper 

body is a 

white with a 

lower color PP e=- 
temperature. \ 7 * 


The vertical 

lines on the 

cloak are fold 
lines (like —~ ys 
pleats) There >} 
is no color in 

them. 


__] CLOTHING SETTINGS: SHOES 


Since the sleeves from 
the shoulder have been 


[\ , 
hphas 


M4 shortened, exposin 


2 PN more of the forearm, 
yy we gave him a 
long-sleeved shirt to 
wear under his armor. 
The sleeves along the 
forearms are bunched 


up by the gaunilets 
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|_| HEAD | __| CLOTHING SETTINGS: OBI BELT AND ADORNMENT AROUND HIPS 


Pattern that doesnt 


hide the eyebrows 
a J 4 The adornment on his 


forehead is not hidden 
by the pattern. 


eS 


Pattern Le > LD MN 
hiding the | at Ss vac Obi front 


eye. rows 


/. It’s tied above the hips, 
but the central area of the 
hips is above the knot. 


Pattern color 


Something kind of 
close to the skin color 


Please go ahead with 
whatever is better, 
hiding the eyebrows 
with the pattern or 
leaving them visible. 


Sleeve base # 
interferes. 
Revise. 


Only the part 
at "he bake 
is a slightly 
larger ring. 


The connectin parts are 
usually stored within the A 
QQ 0 
O « 
ie Nas 


Connection F=* (EX) —— | The center part shown 
area {YX ¥ ice ~ The chain part - in red is attached at 
—+ _ SS © ) Oa : the very front (on top 
¥ is a smaller, : of obi). 
perfectly 
circular ring. : 
: [| WEAPON SETTINGS: SAKRA SIZE Lan usually be wielded 
Nunchuks like Hibiki's On ekibo, 
maybe? "Hibiki’ refers to 
Kamen Rider Hibiki, who 
apparently had sound- 
Paced ee ons that 
looked like these? 


T: SAKRA DEVANAM INDRA DEUS 
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SEVEN DEITIES: OLGA SETTINGS 


(_] FULL BODY FRONT VIEW 


Given her position as Ueus’s close advisor, we added in a Weste 
essence with the uniform and suit, similar to Jeus's design concept. 
Also, to try and bring her image even closer to Ueus's, we chos 
white as her key color, and made her hair gold as well. Although i 
the game, she is only portrayed leading the fleet, she is also able t 
summon a countless number of weapons. [Yamaguchil 


art ‘ 


is not a hole 


These three 
are holes. 
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|_| LINE DRAWING: FULL BODY, SIDE VIEWS | |_| CLOTHING SETTINGS: UNDERWEAR 


Bracers, undershirt 


__) CLOTHING SETTINGS: OBI BELT AND BUCKLE 


Line where obi 


passes through 
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SEVEN DEITIES: WYZEN SETTINGS 


|_| FULL BODY FRONT VIEW 


ian 


Uf all the main characters, this is the first one we finalized the design for. The concept was simply a guy who's annoyed 
and will punch someone sooner rather than later. Since he also plays a unique role in the game such that “shutting him 
up" during a monologue earns you a trophy (PS3) or achievement (Xbox 360), we took a fair bit of care with his face. We 
were also quite fussy about the details on the bracers, so I'd love it if players took a close look there too. (Yamaguchi) 


|_| CLOTHING SETTINGS: BRACER 


The bracer has the inside of its upper arm area reduced, for a size that does not interfere around the shoulders. Along similar lines, The number of bullets 
remaining is shown like 


the position of the Buddha head gimmick was changed. (It was previously placed at the base of the bracer's upper arm area where it hi 
attached to the shoulder, but the final bracer has it between the front arm and upper arm areas.) this. yA - 


Gimmick 


Two bullets remaining 


has them 
shoot out like cartridges 


It might be fun if we could give 
it some visual cues like movement 
in response to gas of or 


lighting up from overhea ing, 
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This part on his pe 
knees is metallic. : +e GY Fastened to 
The rope han "9 S > » ig. ; pants at red 
A 


from each si 


The white lines 
around his hips 

circular area. : 

are a design on 

the fabric, and 


, the silver areas 


RE, are embroidered. J 


as an adornment 
is a tassel 


co SA J oo” The adornment 
A thin, transparent Ewe : wa) oon the back is 
material like silk is qm GW DLink Na a plate-shaped 

nei ed around, ce (a ne ARS : metal piece. 
similar to a belt ~ '@ fee 

¥, Adornment on 

7 the buckle to $ 

¥ hide the tie 

(metallic) 


Resize the bracer. 


The bracer is aes than 


the 06/07 one. (Just 
barely doesn't interfere 
with the shoulder.) 


PiLTioptE @DRAFEFI: WEES 


Bracer 
expansion 
dratt 
Addin 
fire 7 
motif, 


ete. 
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VAJRA WYZEN SETTINGS 


|_| FULL BODY FRONT VIEW 


__| VAJRA WYZEN BULLET 


Vajra Wyzen gives us the shonen manga quality of a defeated enemy becoming a giant and 
coming back for more. Since we had decided even before this that he would be defeated with 
the touch of a finger in his final Earth-sized form, we designed Vajra Wyzen to be an 
intermediate form between Wyzen and Gongen Wyzen. {Yamaguchil 


His basic facial structure 
is no different from his 


normal face. Ihe shape | For his body and the line patterns, 

d texture of his beard JE, many lines show up on his half-petrified 

d hair are different. : | CA came body where corrosion is advancing. 
ts of his hair and beard i | ss De~ 

k hardened. : we ya a These lines are carved out like 

: @P\\S on the carvings on the surface of 

a stone Buddha. 


\_| FULL BODY BACK VIEW 


His hair hardens like when he becomes a 
god, but only on the left half of his body. 
(It seems like it might be better to get rid 
of the left/right distinction by having it 
harden completely or something.) 


£ 


Because it would seem off to 
have his hair growing, I think it 
would be okay to cut the hair in 
the back. Although I also think 
it would be good to have it, just 
for the look. 


Unly his buckler and knee parts 
remain. But rather than having 
a metallic feel, they are matte, 
like a stone Buddha. 


The center of the right arm proceeds to 
harden, like when he becomes a god. 


His clothes have all been peeled off. Like his top half, his 
lower half is partially petrified like a stone Buddha. 


For the look, there is a sense of something like 
a red film stretched thinly out over the petrified 


ne 


Gradually changes completely into a stone Buddha with 
skin peeling off when he takes damage and things. lower half. 
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|_| BUCKLER 


I’m splitting them up for convenience, 
but the arm and the buckler are unified. 
The petrification advances as you move 
toward the tip. 


The buckler com letely covers the end of 

his right arm (from around the elbow to the 
tips of his fingers). It doesn’t matter if his arm 
and the bucklér have the same feel to them 


GONGEN WYZEN SETTINGS 


|_| FULL BODY FRONT/BACK VIEW 


X 


] 2 
i" ae Rrer Hi 
NNCOs 


<S 


poo 
| 


__| BUCKLER 


Buckler details when divine, etc. a enieeniacrcnis 


This is the character dropped with the touch of a finger who is so familiar fram PVs and commercials. 
Wyzen uses the power of the Mantra Reactor to achieve this final form, and we gave him a simple 
design as a planet-sized Buddhist statue to create a real impact. He Is excessive in every way and 
seems strong, but I'd appreciate it if you noticed his odious portrayal. (Yamaguchi 
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SEVEN DEITIES: SERGE! SETTINGS 


(| FULL BODY FRONT VIEW 


Sa eae 


i ee 5 
” ron 
_— —_ 
= ~~ ig? 
~_ % ‘, 


Bac’ 


In the early stages, Sergei had characteristics like using a musical instrument to attack, and we 
incorporated a fair bit of a rock star-like essence into his design. Also, since Sergei is a brawling, 
sadistic character, we took particular care when designing his face. (Yamaguchi) 


Chaprlike pants Gs Mi 
and shoes on Me 
the bottom 

half 
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SEVEN DEITIES: KALROW SETTINGS 


(_] FULL BODY FRONT VIEW : |_| EXAMPLE OF HALO ATTACHED 


Stomach 
adornment 


From the start, we had decided on a bird motif, and we knew that 
this was a character ruled by sloth, so whatever we made him, he 
had to be annoying... We did his design based on a suggestion that 
we try giving him a staff like in a certain other game. He also 
happens to be a master swordsman and is quick to unsheathe his 
blade... but this is only seen in the comics, not the game. 
(Yamaguchi) 


With cloak 


—S ff 
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|_| HAND/FOOT PATTERNS | (| CLOTHING SETTINGS: STOMACH EQUIPMENT 


Panel lines are around 
the. white lines, re, 
out a ee sense o 
hysicality. 
py The orange parts are raised 
one level 


The feet are the same. 


|_| WEAPON SETTINGS: MOBILE STAFF 


Groove line connections 
Front Back 


Wheel area 


Side 


One at the 
bottom too 


Cross-section 
silhouette 


‘} 
fi 
oa I mm — 


“ ef 
a a 


Slightly concave 


wile La Migs A 


The sphere is encircled 
by one. groove. 


The angle of the 
wheels is not fixed, 


but rather opens u es Wheels and balls 
when moving at high | floatin 


é | y) around 
\ speeds for stability. | the staff 


normally? 
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SEVEN DEITIES: AUGUS SETTINGS 


(_] FULL BODY FRONT VIEW 


Augus was designed as the symbol of strength in this 
world. The truth is, this design was based on one of 


scrapped proposals 
of development. It w 
waste to just throw | 
the sense of power | 
idea of Asura’s men 
the basis for Augus. 


Augus's heavenly garments are not tied together in the f 
that emulates the formal manner, as shown on the right. The part that becomes a ring 
around his waist can just be attached to the circular parts on his back with the knots. 


£ 


+ 


or Asura done during the early sta 


the 
ges 


as rejected, but we felt it would be a 
t out, given how perfectly it captures 


n this world, so we latched onto 


Yamaguchi 


ormal manner, but rather in a way 


the 


or and used the rejected design as 
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(_] LINE DRAWING: FULL BODY VIEW WITH NO LONGSWORD 3 || CLOTHING SETTINGS: FULL BODY BACK VIEW 
OR HEAVENLY GARMENTS 


The hip strap moves around relatively 
freely from the origin point. 


|_| CLOTHING SETTINGS: ANKLES 


Front | | | Side | 


Se 


Back 


Ankle cack Ankle front 


Side 


Clings to ankle, 
following curved 
surface. 
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PRIESTESS MITHRA SETTINGS 


LJ FULL BODY FRONT VIEW —_ gga ce St : [-] EXAMPLE OF HALO ATTACHED 


__] CLOTHING SETTINGS: APRON AND PONCHO 


eo 


Mithra is a key character in the story, and we based her design on that of her 
mother. I suppose that having her take after her father would have been good, but 
since a fiery girl like that wouldn't have needed saving, we maintained her position 
as a sweet, gentle girl. Her role as a priestess is expressed in the patterns on her 
body, and the design changes depending on her situation, from when she Is a 
priestess on the battlefield to when she is waiting at home for her father's return. 
(Yamaguchi) 


(| CLOTHING SETTINGS: HEAD EQUIPMENT 


Work clothing tin | Headband 
without poncho & Work clothing 


= 
iy 


74 


\ eee 


Body paint [YX se ‘| Home clothing 


Refer to separate 
illustration. 


Skirt: Regular long skirt 


ASURA'S WRATE 
OFFICIAL COMPLETE WORKS 085 


|_| BABY MITHRA 


|_| POSSESSED BY CHAKRAVARTIN | |_| CELL FROM EPISODE 


A faint hexagonal 
shape is shown 
only when the 
cell receives 
power. 


|| ADULT MITHRA 


Sleeves are rolled 
‘. up and held in place 
The green A \ _. withatie. 
hair clips are A \ > a 
the same 
es as when 


Neckl 
aires thra was a 


something 


sane ld, but \ Va mT | : 
= ! \ liege | INITIAL DRAFT: MITHRA WORK AND HOME CLOTHING 


ease avoid 

stone. a 
ving them we 
ry shine to | [a ~~ 2 >) | J WORK CLOTHING 
ve a sense . 1 N 
that they've 
oxidized 

over the 

years. 


Hair clip 


i 


Loy \ 
am 


GIRL SETTINGS 


(| FULL BODY FRONT VIEW The girl has the same appearance as 
Mithra, and has a very important role in 


Made of wood, painted the story. Her personality is such that 
she can cross the emotional distance 
between herself and Asura with n 
sense of strangeness, and she is acti 
and sociable. In the design stage, s 
was basically no different from Mithra, 
but when actually animating her for the 
game, we made them fairly distinct 
from one another. (Yamaguchi) 


\_) LINE DRAWING: UPPER BODY BACK VIEW 
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DURGA SETTINGS 


(_] FULL BODY FRONT VIEW AND CLOTHING SETTINGS 


She has no 
accessories on 
her arms. She is 
bare-armed. 


It was really hard to bring out both her nobility as one of the 
gods and her warmth as a mother. Focus on her nobility too 
much and she stops being a mother, and she might take on the 
gaudy air of a madam, so we held back on adornments and 
tried to get a balance. (Yamaguchi) 


shoes 
Flat and simple 


“Se | oe 


EMPEROR STRADA SETTINGS 


CI FULL BODY FRONT VIEW [7] CLOTHING SETTINGS: DETAILS 


I 
Copy WIS 
this pattern in 
reverse. 


since he reigns supreme even among the gods, including the Eight Guardian 

Generals, we did the design playing up his luxurious and dazzling aspects, 

adding in elements of a priest. Contrary to the dignity he has, he is 

assassinated early on, so we put a fair bit of effort into creating a design that 

would make it look like he had a higher position than Deus in order to bring out : “~ = Pacing 
that dignity. (Yamaguchi) , : tothe metal tips. 


(| CLOTHING SETTINGS: HEAD 


Earring 


MACHINATION TROOP OPERATOR KAGEBOSH SETTINGS 


[_] FULL BODY FRONT VIEW : (-] LINE DRAWING: FULL BODY BACK VIEW 


INITIAL DRAFT: KAGEBOSH ATTACK METHODS 


The floating orbs can fill 
a support role when 
attacking, or can serve 
as bombs themselves. 


Joints come loose and he can play with them, move them, 
etc. When Asura is spotted, several joints surround him, 
join together, etc. 


aye pa 
GJ0- -acf 


DO -O SSBio. loel Z 3 oe 
Great distance Lv. 2 Sky/Great distance Lv. 


Sky/Great distance Lv.1 — Sky/E 


or. at | | o o \ 
hese characters are positioned as the intellectuals ff a a ies \\ p=): 


f the Shinkoku Army. We drew them as fairly tricky 
haracters who use techniques like telekinesis and 

. ; ys is ; : any 1 \X4 : of light. Medium speed Delayed attack from both sides. High speed and 
tretch out their arms and legs. I'd love it if youd : V A pW} : Guided missiles scatter forward with and induction. An induction. A quick guided attack comprised of 
: , , : medium speed and limited induction average-speed guided attack multiple beams. The staggered attack comes in 


SO pay attention to the way their mouths flap in , : The attack pattern is fairly linear that hits a wide range. from both sides in a pincer manner 
the animation. [Yamaguchi] 


REDEMPTION TROOP MAJOR TAISON (COLONEL TAISON NYUDO) SETTINGS 


[| FULL BODY FRONT VIEW 


suided attack with rings 


|_| HEAD 


In short: a Buddhist statue. Similar to Wyzen, to give this character that annoying, hateful 
feeling, we worked hard not only on his design, but also his expression. Keep an eye out for his 
real magnificence in the game! (Yamaguchi 
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(| CLOTHING SETTINGS: AROUND HIPS 3 (_] CLOTHING SETTINGS: ARMS AND STOMACH 


MI Taison-type belt = Jaison-type arm emblem ® Jaison-type 
fixtures an stomach mold 


® Jaison-type gauntlet 
emblem 
Nui 
e [he central circular 
shape is a gem. 


ill he @ Top (No cover, arm) 


@ (Jischarge plate 


@ Back 
(no back end) 


@ Side 
(after firing) 


@ Back 
(no lower cover) 


(no cover) 
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PURIFICATION TROOP CAPTAIN RASHO SETTINGS 


LJ FULL BODY FRONT VIEW This character clearly shows off "squad 
captain" elements. Unlike other 
Shinkoku Army soldiers, we designed 
the captain to highlight how cool he is. 
Also, we gave him a more solemn 
manner of speaking compared to other 
Shinkoku Army soldiers. (Yamaguchi) 


INITIAL DRAFT: RASHO’S HALO 


A perfect circle, also 


Da 7 Pa tN Gi added as an optional 
Nm ee * 4s accessory. 

— = Maybe a gimmick like 

the part floating, 

rotating, or shining 


would be good here? 


From here on, I'd like to 
bring out a difference 
that allows players to 
see the entire symbol at 
a glance, which 

is the motif here 
(including coloring 

of the light, etc.). 


\ High-speed spinnin 
~ yl iidaie | 


S\ 
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PURIFICATION TROOP PRIVATE DOJI SETTINGS 


|_| FULL BODY FRONT VIEW : (-] LINE DRAWING: FULL BODY, THREE VIEWS, AND HEAD 


Somehow we can't bring ourselves to hate Doji, even though he was annoying right from the 
initial stages of development and kept getting beaten viciously by Asura. The initial design 
idea was to put him in the same position as Kagebosh, but after he was scaled down into a 
minor character, his clothing also got ragged and his speech changed to mark him as a 
pawn. Pay attention to his movements as he takes on challenge after challenge. [Yamaguchi] 


Once the large top plate opens out to both sides, the bottom 
plate rotates left and right, the central unit slides up, and 
finally, the energy film comes out. 


WEAPON SETTINGS: KHAKKHARA 


cssasascscussnsesseneasoninaees Ai See 


The patterns on the plate are all carved and molded. 
The surface is a slightly clear-feeling gold. Essentially, 
it's fine if you use the provisional model, but please 
make sure that the joints have sufficient roundness. 


Rotates 


he metal areas 
inged with 


if + 


7? 


T 

a 

heat and red. 

The groove in the 
central area shines 
blue. 

ight be good if 
ectricity 

rackled around it. 
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BATHHOUSE WOMAN SETTINGS 


|_| FULL BODY FRONT VIEW : __| FULL BODY BACK VIEW 


> 
ES 


braces are f va | Heidi braids 
different on ‘ : a 
each side. 


aneele 
st, 
ee 


— 


her butt 
because 
it’s wet 


This woman appears in Episode 
10, serving Asura in the 
bathhouse. We went with 
asymmetry for the design of 
her adornments, and worked 
ard to bring out not just an air 
of sexiness, but also a kind of 
nystery. For this reason, I think 

it's best to actually enjoy her 
x while playing the game. 
Yarmaguchi) 


GOLDEN SPIDER SETTINGS 


|_| FULL BODY FRONT VIEW : (] HEAD SURFACE AND UNDERSIDE 


Rin (infinity 1) and 
open lotus pod 


e Golden Spider guides Asura, and is responsible for the 
tory's most critical developments. Naraka - where the 
olden Spider makes its appearance - and the Golden Spider 
take their motif from the short story “The Spider’s 
d” by Ryunosuke Akutagawa. We used the infinity loop 
its design as a form of dual symbolization: the Golden 
ider literally turns itself about, but it also adds many 
metaphorical twists and turns to Asura's life. (Yamaguchi) 
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VILLAGER SETTINGS 


[J] CLOTHING SETTINGS: FRONT 


beiey eeu ge 
peas Pty 


(| CLOTHING SETTINGS: BACK 


Rie ee age ser 
‘ hey eg $e PESEET 


(_] BABY THE GIRL TAKES CARE OF 


The main characters are richly depicted, so it was a lot of work to incorporate these 
plain human beings into the same world. The concept was to have a kind of Oriental 
feel, and we coordinated the villagers’ designs so that they would be distinctive 


from the gods. (Yamaguchi) 


There's fresh 
water 
in here. 


|_| CLOTHING SETTINGS: ACCESSORIES 


Thewoven w=, — Sturdy cord bent and 
basket is / sewn together 
wrapped —] 

with a thin 

cord. 


Elderly person 
- Thread 


Shoe sole 


Fabric is attached 
all around 


Oe : the woven hat. 
Wvarstteter cd! Up to : 


the neck 


Fabric 


NS 


Cord. Wrapped 
around and around, 
and held in place 
with a twist. 


Girl's sleeve. 
Pulled up by 
wrapping with 

the cord and tying. 
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CHAKRAVARTIN SETTINGS 


|_| FULL BODY FRONT VIEW (NORMAL) 


FULL BODY FRONT VIEW (GALACTIC PATTERN] 
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Chakravartin rules as the sole god 
in this world. To show at a glance 
that he is the god of all gods, we 
gave him a human-like expression, 
with the thousand-armed Goddess 
of Mercy as the motif. Because we 
also designed the clothing and 
adornments to be very similar to 
those of the actual Goddess of 
Mercy, we took a lot of care to 
ensure that they didn't get 
destroyed when animating them for 
the game. [Yamaguchi] 


| BACK OF HEAD 


\_| THOUSAND ARMS 


Texture 


< 


CHAKRAVARTIN, THE CREATOR SETTINGS 


|_| FULL BODY FRONT VIEW : [| FULL BODY BACK/SIDE VIEW 


This is the game's final boss. The 
design concept was “one who has 
attained Buddhist salvation’. 
Another explanation would be a 
sokushinbutsu, a virtuous 
Buddhist monk or priest who dies 
while meditating and becomes 
mummified, and we did include in 
the design the sense of a person 
who became a sokushinbutsu 
(exemplified by the character's 
"inner layer"). We also went with a 
human-like silhouette overall, so 
that there would be a contrast of 
one against one in the final battle. 
(Yamaguchi) 


G: THREE VIEWS 


|_| LINE DRAWIN 


Provisional 
body 
shape 
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GOHMA VLITRA (INCOMPLETE FORM) SETTINGS 


_| BODY 


|_| BODY ALONE 


The main concept here was the War of Creation designed by Iomiyasu. We took care to draw this so that 
the Gohma elements would not be overshadowed and dismissed as a kind of natural disaster. [Yamaguchi] 


GOHMA VLITRA (COMPLETE FORM) SETTINGS 


(_] FULL BODY FRONT VIEW 


We designed this form with the motif of the Yamata no Orochi eight- 
headed serpent. Io express the idea that the earth itself was filled with 


wrath and hatred, we added a human-like face to the design. 
(Yamaguchi) 


|_| GROUND SURFACE 


& 
Land 
rises up : 
a little 


Reference: Texture 
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VLITRA CORE SETTINGS 


|_| FULL BODY FRONT VIEW 


(_] REAR ARMS 


Cracked, lines 
(inside peeks out) 


The internal 
elements of the 
knuckles are 
exposed in circular 
shapes, as indicated 
by the blue marks. 


(_] LINE DRAWING: BODY 


Vlitra body line 

drawin 

Signal lines 

Cracks 

Increase the 
eeling areas on 


the body to go 
along with this. 


5 Center of palm 3 
g Wy Inside peeks out : 
in circular shape. : 


Cracks run alon 


the index, middlé, : 
and ring fingers : 
from the édge : 
of the circle. : 


| No serious 
: effect on 
: the outline. 


These are the basic lines. 


|_| HEAD SUPPLEMENT 
from the ones running through 


Lf Z ca |; é ~d iA l - 
nese lines can ve 


Vc Gayo noc 
CYacKS. ame goes } 
/ 


The Vlitra Core is the final boss of the third 
part, but the motif is Asura’s Berserker form. 
We designed this character to have a 
different sort of wrath from Asura, although 
ironically, it is directed at the same target. 
[Yamaguchi] 


Can see inside 
only through 


y= area 
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(_] FULL BODY SIDE VIEW : (] FULL BODY FRONT VIEW 


The motif here was an acorn barnacle. We designed this to 
be a kind of warship for transporting the countless 
Gohma. I remember that getting the barnacle elements 
and silhouette just right was much more difficult than we 
expected. [Yamaguchi] 


GOHMA STRIKER SETTINGS 


|] FULL BODY FRONT VIEW 


We designed this Gohma with the concept of a moving 
continent. It's incredibly expansive, walking around with 
mountain ranges on its back, but we also incorporated 
elements of the mythical tsuchinoko snake creature, so its 
head is that of a snake. (Yamaguchi) 


(_] THREE VIEWS 
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GOHMA LASHER SETTINGS 


(| FULL BODY SIDE VIEW : (| FULL BODY FRONT/BACK/TOP VIEW 


This Gohma was designed with the concept of a mid-sized suicide 
attack ship. The motif is a chambered nautilus. This monster is one of 
my favorites; it tucks its tentacles away when it goes for a dive- 
bombing kamikaze attack. (Yamaguchi) 


GOHMA GLIDER SETTINGS 


(| FULL BODY FRONT VIEW This is a flying Gohma with the motif of a lionfish. (| FULL BODY, THREE VIEWS 
It's occasionally the most grotesque of the Gohma, but : 


also surprisingly cute with that face you can’t help but 
love. (Yamaguchi) 
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GOHMA CRUSHER SETTINGS 


|_| FULL BODY FRONT VIEW : (_] FULL BODY, THREE VIEWS 


When we were trying to come up with an 
animal with an Oriental feel to it, the first 
thing that popped into our heads was an 
elephant. Parts of this were painful when we 
were narrowing down the design, but we 
were careful to give it a feeling of 
destruction. (Yamaguchi) 


GOHMA SQUASHER SETTINGS 


|_| FULL BODY FRONT VIEW . | : (| SHELL UNDERSIDE 


We designed this Gohma to be shorter in 
stature than the Striker. Since the turtle 
that is the motif for this monster also has a 
strong Oriental flavor, I remember this 
coming together quite smoothly. 
(Yamaguchi) 
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GUEMA CHARGER SETTINGS —£§£ é—H@—Oo@§—_——_—_____________. 


|_| FULL BODY FRONT VIEW |_| FULL BODY, THREE VIEWS 
The Charger specializes in head-on, rushing attacks, which is 


natural considering its rhinoceros motif. In the initial design 
stages, we listed a bunch of different ideas for the Charger, like 
catching one and using it in a rodeo. (Yamaguchi) 


GOHMA STINGER SETTINGS 


|] FULL BODY FRONT VIEW 


The Stinger was designed with the motif of a stringray. Since this monster 
flies up in the sky, we paid particularly close attention to the design of its 


stomach, which is likely the first part of it you see when you look up. 
(Yamaguchi) 
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GOHMA HOWLER (BOSS) SETTINGS 


(| FULL BODY FRONT VIEW 


GOHMA HOWLER (INCARNATION) SETTINGS 


(|) FULL BODY FRONT VIEW 
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For the incarnations, we had a simple 
design in mind, and we did it so that the 
signature red lines of the Gohma are 
prominent. (Yamaguchi 


This monster was designed to be a sort of leader type for the 
Howlers, which appear in packs. Its special features are its fur 
and the fact that it is slightly larger than its incarnations. 
(Yamaguchi) 


(| FULL BODY FRONT/BACK VIEW AND HEAD 


Nails: T i 


It has nails like a human, the same as a 
real monkey. 


Protruding areas: 
There are no protruding parts on the ape. 


SHELVED GOHMA 


[] WEASEL-LIZARD : [_] RAT SHAPE 


These parts 
are point 


and sharp. 


Bt At first glance, a lizard? 
 G || But the face is a weasel? 
) '| Nimble, quick, annoyin 
Makes you want to beat them 


IO | -_ | 
kK | iv N all down as they come 
i Coy ee | 


clamoring out in hordes. 


Dry area categor P 
|_| INFESTING DRY AREAS y Mskey : |] STARFISH SHAPE 
Sand flows down off the cliffs edge from all sides, a 
like Niagara Falls. The bottom is not visible due to the Se / Uses very basic and : Ther e are individual middle ony body 
dust clouds. The player must leap from foothold to =A Me. mindless attacks, but : differences on Can eat t mi 
foothold while. fighting as everything sinks and slides sh . they prove quite the ends of VA protagonist. 
over the cliffs edge. a =~ devastating. their feet. 


~ Side 
Flat 


Mouth in the 


Soft joint 
(extends) > 


The back 


is a shell. 
The bottom 


three are 


webbed. 


(1) Moves to a high place. 
(2) Spins once td unfurl ‘wings’ \ 
\ ys (3) Turns them into a makeshift 
a sled and slides down at 


wa 
pe speeds ina ramming att: 


Uses these flyin Secretary bird The pillars of 


ore have thin 


fish-like wings to (Cant fly, but can glide) ore pieces 
lide at high "Does not have (3) attached to 
z them, which 
forms this 
creature's 
physical 
structure. 
(Small specks 


‘NI Dr. q ~ Wy) 
4 ws Ds, . of ore are cast 
. o~, off whenever 
e ) it moves) 


Lightspeed pecking Launches ore 
as projectiles. 
Rapid 
stompin 
Glides like . : P 4 Body is mostly formed from ore. 
a flyin Lees : g ‘al (ull glow) The glow intensifies 
squirrel \) eo Am : As) whew the creature attacks or 
- N A y ' . charges up its power, and this 
stronger glow leaves a light trail. 


Builds up gas 
in its mouth, 
Inside of — which allows 


arms it to float. Saber-toothed tiger Moves through 


Runs around at high speeds to the sand. Underwater category 
Horned owl attack. The player can use specific nie "Stingray 


Can make itself invisible. Can : ; 
attack silently, but the tree will attacks to make it trip and all. 


sway and shed leaves when the 
owl goes to attack (1 Falling i 
leavés will be visible) 


ste Whit Ye , ‘ : “ Ne te 
Ty Dies: | ee ai pe Woke 
Pose ! gout "= : ™. \ yt 4 =) ip Wht jie Sgr) 


Bottom 


Doesnt move 
around much and 
instead relies on its The. common theme will be the vegetation 
brute strength to  Flewers will rep hare ertieael ys ots, cate. ry ~ 
attack Its claw ep Oe gee fil monsters will hve "Heagehog LIAS - 
attacks generate j . HSS can \ 
shockwaves. ‘ “a ee, Mee " Cold cat A Pa Lod lie <n. 
Chicken LY He = - pureed 73 ie : e Top normal) 
Cant fly, so it runs 7, 4, \ ee. OOSE ORR’ Iz ° Powered u 
around crazily to es ia BZ a a EY EZ ; é k + P 
attack The cockscomb 
is hardened, which 
comes in handy when it 
headbutts targets. It 
hasn't used itS wings 
much at all, so a tree § 
has actually grown on ; 


its back 


(Side) Stands on Special attack 
the stiff fins on 
its underside. 
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CHAPTER: 4 


INITIAL EPISODE CONC 


cca ec ee EE ee EE NRE FE rere arererercmemerserrecrnerncseene 


| 
| 
| 


rf 
: 


a SNS 


The theme here for the first episode was a final battle {climax}, and the 
concept was an opening movie the player could be a part of. In any 
case, our main goal with Episode Une was to overcome initial player 
resistance with the impact of all the spectacle, and to get players to 
like the sense of scale, passionate performances, and ongoing drama 
of Asura’s Wrath. In particular, Vlitra shows up with a real final boss-like 
presence, and by depicting this battle, we gave the game a unique 
appeal unheard of in other titles. (Noguchi) 


BRIDGE ON EMPEROR STRADA’S PASSENGER SHIP 


iin 


iy 


Ihe bridge interior seen from Strada’s perspective. Mithra is floating in the cave in the central shaft and praying. 


|_| KARMA FORTRESS UNDER CONSTRUCTION 


‘Vlitra ; 
/ 


Viewing Asura and Augus during along shot. They are fighting as they fall to Earth. 


“ap 


fit is hard to bring out the sense of scale, just put inan asteroid belt and express the sense of scale that way! Character rings during a long shat. Asura is red, Yasha is blue, Augus is gald, and Wyzen is purple. 
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|_| ASURA’S DEPARTURE FOR THE FRONT 
000A_0010 


Start scion Ve 
QO0A_0010.00 


ontinue to 


Asura 


g Via 


8 numerous 


VIFIS VISIDIE 


TOTAL( /2+ 2 


—§ohmea Vitra 


TOTAL ( 


\_] SIX-ARMED VAJRA MANIFESTATION 


, kal 

picture 

wo. Yasha in the foreground, Asura in 
wily lifts his Fight arr 


Releases an intense light and shockwave from 
his entire body, 
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EPISODE TWO: BETRAYAL AND VENGEANCE. ——44H4H4H4HH44#4#4H4HH#-H¥—- 


| ASURA’S RESIDENCE 


= 


Asura’s residence, the garden. Seen like this, one can tell it's fairly high up. 


‘eae 


_| WYZEN STANDING IN THE WAY 


Abe GOA 


“Where do you think you're going? Asura, you traitor! You have no home to return to!” 
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After depicting a most triumphant period for Asura in Episode 
Une, we then show the sudden turn his destiny takes. Thus, to 
bring the player completely into the drama with his “wrath” going 
forward, we sprinkled this episode with tragic elements like Asura 
being betrayed by his compatriots, the death of his beloved 
spouse, and the kidnapping of his own child. (Noguchi) 


AUDIENCE HALL 


The audience hall. Purple light. Elegant gald. Water. Green. Waterfowl. 


AUDIENCE HALL PASSAGE 


The passage to the audience hall. Compared with the warm pastels of the Shinkoku exterior, here we see 
a green world full of suspicious cooler colors. 


ASURA FALLING 10 EARTH 


Motivation for revenge!! 


(_] THE EMPEROR'S DEATH 


F ‘ 
Sehr rine ae in 
picture 


Approaches camera 


(_] THE ASSASSIN'S VISIT 


Gani renin 


picture : action 


script 


sura reaching a hand 


Camera pulls back 


Asura: 
‘Don't cry. 
Don't make her cry...” 


Asura falling View 


from above of Asura 
Camera drops | 
falling 


Interior, Mithra inside a 


TOTAL 
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In Episode Three, the actual game tutorial is carried out while 
also showing Asura's former relationship with his mentor Augus, 
and it is structured so that the player comes to understand the 
gameplay system naturally with a sense of being linked to Asura. 
The idea for the pillar in Naraka where Asura wakes up came from 
“The Spider's Thread” by Ryunosuke Akutagawa. (Noguchi) 


CONVERSATION WITH THE GOLDEN SPIDER | THE DAZZLING DISPLAY OF ASURA’S RESTORATION 


A: Where am I..7 

S: The world where you live. Oh, and time-wise 
about 12,000 years have gone by 

S: Not too long for you géds, right? Heh heh heh 


re 


<. 


A: .Save the world? 


LARGE EXPLOSION IN THE CENTER 


A: Is this hell? To be continued 


MIND'S EYE SCENE 


MIND’S EYE SCENE: USE OF THE THRONE FLOOR RIPPLE EFFECT 


MIND’S EYE SCENE WRITING 


THE AURA ENVELOPING THE BODY 1S A DRAFT FOR THE COMIC VERSION, SO 
SS TT DOESN'T NEED 10 BE RECREATED WITHIN THE GAME. 


ASURA RESTORED FROM WITHIN THE EARTH, WITH HUGE CHUNKS OF LAND BEING TORN UP INTO THE SKY. 
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a | 


{ | 
ee | 


IN NARAKA 


NO. STE_020A_0010_01 


Page 3 


iCut| Picture 


Dialogue [sec 


| 
| 


} 


ow thread 
ined around 
is arm (Leave it 
if you feel 
is element 
‘tbe done) 


nears —_ {Golden Spider | 
ne | {voice only): 
ing. |S 


awake?” 


} 
i 


' in confusion 


| 
[ 


Asura reacting 


| 
| 
| 
t 


| 
| 
| 
—— 


r 
1 Slowly turns in 


(_] TRAINING PERIOD 


@cyvrerConnect2 


| ; 
Action | Dialogue Sec 


Augus standing } 
in front of Asura} 


} 


Shocked Asura. | 


— 


e'san Augus: 
bvious gap “Ha ha hal” 
etween them 
terms of 


lity. 


wae 


gus rubs the 
ifference in 
their abilities in 
Asura's face. 


| Lunges forward | “Here's your 


with a reward!” 
headbutt. 


(_] RETURN TO THE PRESENT WORLD 


No. STE_020B_0020_00 


Page 6 


@cywerConnect2 


Cut Picture 
ie | 


Asura steadily 
climbing the 
tower. 


= 
Action ads. Dialogue Sec | 


| Raising his Asura: 
hand “Stooooocop!” 


Whiteout 


; T 
Asura howling!!! 


Enveloped in 
light 


Opposite position. 


Pan from left to right 


No. STE_020A_0010_01 
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eG CyberConnect2 


Picture 


| Dialogue Se | 


Around the ~ }Golden Spider 
area (voice only): 
"Hmm, | 

SUE 
would call it 
araka. 


To this position | Although it's 


tas if 
you can 


understand." 


Picture 


[<2] CyberConnect2 


Spo ) 
Dialogue [sec | 


co a . 
 Iurns his back 
to Asura quickly 


Pan down to show Asura 


| partly buried in the ground. 


a 


or 
us turning nis 


express that he 
absolute victory, anc 
that he did not hold back at all. 


eae Sennen 


Picture 


Asura starts getting up 
toward the énd hére 


Fade in from whiteout. 
Cyber Connect2 


Action Dialogue Sec 


1g to 
the side 
Can see the 
Crater, Dig 


discovery there!! 


Rocks blown 
away 


In the depths, 
Asura 


NO. STE_020A_0010_01 


Picture 


‘faround this area. 


iCamera COMeS Up CO 
Golden Spider: 


The voice comes| Js that the 

ifromAsura’s _{!mportant 
haved 

ears. thing here’ 


ithat direction. 


{So he looks 
{suddenly in 


| 


S 


he spider is in | Golden Spider: } 


5 


front of Asura. 0 you 
remember 


who you are?” 


cil shesnionoroeinioci imine 


\\-Asura looking { Asura: 


| confused at 


| the spider's 


p—- 


Picture 


€e@ Cyber Connect2 
| 


Action Dialogue Sec 


up to a kneeling 


position. 


PAN UP Augus: 
Augus off "Mwa ha ha 
Line hal" 


Consciousness | "That's the 
-is slipping away | spirit!" 
from Asura. 


Asura starts | "Asural" 
wavering. 


J 


{Proceed to 


whiteout. 
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Picture 


After smoke 
passes in front 
of the camera, | Asura: 

Asura in the * this is hell.” 
center 

Go to a front cut. 
Pan up and then 
dialogue 


Camera continues downward, 


i The end of Episode 3! 
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EPISODE FOUR: OLD FRIENDS, NE’ 


Episode Four explains the structure of the humans, the Gohma, 
and the gods in an easy-to-understand way. The humans are still 
as terrified of the Gohma threat as they were before, while the 
gods, unlike before, do not appear to try and protect the humans 
while destroying the Gohma. The very existence of this warped 
relationship is one factor that awakens Asura’s wrath. This 
episode has nearly all of the story elements lined up, so it’s also a 
chapter that indicates the game's overall direction. (Noguchi) 


|_| TOWN OVERVIEW VILLAGE COLOR GUIDE 


Originally, the idea was that the player could go straight to § 
the village, but rather than walking down a single road, 
let's make it more like-a walk with turns to spice up the 
gameplay. Put something down at the base of the gate, and 
set it up so that the player takes a hit and can’t go straight 
from the entrance. = 


ee ggg es 
; “ " 
ae 


COLOR BALANCE GUIDE. CLEARLY DEPICT CONTRASTS AND VARIATION ON THE SCREEN. 


~ 


~ WATCHTOWER 


This esp pty space is egeeptial, so dont 
by biiiding a wall or s inet hing. 


Please make this 
so that it feels 
like someone is 
stationed here 
permanently. 


Put up a tower or something here as a landmark for the player. 


|_| SIGNS OF THE GOHMA COMING DESCENT OF WYZEN’S SHIP 


RED LIGHTNING REMINISCENT OF THE GOHMA 


_ 


j 
| : AMV AAN pou dpese 
COLORS BEFORE THE GOHMA ATTACK. UNTFIED ARGUND BLUE TONES IN CONTRAST WITH 
THE COLORING OF THE ARRIVAL OF WYZEN'S SHIP. AND THE ASSAULT ON THE VILLAGE LATER COLORING FOR THE ARRIVAL OF WYZEN’S SHIP (SHIP DESIGN 1S PROVISIONAL) COLORING DURING WYZEN'S ATTACK ON THE VILLAGE. SKY AND SHADOWS GREEN. LIGHT, FLAMES ORANGE AND YELLOW. 
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|_| GOHMA INVASION 


Episode Four Part A 30 sec. +20 Page | 
no. STE+03 —A _ OF 


Action | Dialogue [sec ~“ Picture 


es 
} 
} 


— 


Dialogue [sec 


Shaking two or 
f three times 


} 
| 
} 
+ 
| 
| 
| 
| 
{ 
| 
| 
} 
} 
} 
} 
} 
} 


ee 


Krrrrrrv 24 


cht 


Cloud |. 
shadow 


{Villagers run 
through the 
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04_A_ 


Picture , _ Action Dialo gue _- Picture 


it 


|| Became a 


|| village. 


1 Slow pan up 


EE ——————————— 


Wyzen: "For 12,000 | 
years, I have longed | 
for the moment 

when I would crush 


you, traitor!" 


; | 


[aeons 


} 


Sa - 


|_| 
= 


3 se6, +10 


a 
RY ; 


gprn 


STE_03_B_07 
No. 02 
Asura looking up. [Steps with left 
The shadowed area gradually ~ wh, || foot. 
gets bigger. Al ’ ii > A 


Asura’s shoulders 


sees something 
the bottom of th 


uge rising up from 
e cliff 


“This is the power 


tten from your 


Sneer. “Let's 
have some 
fun.” 


aa | A 
g| Low angle pulling the camera back. 


, ol 


Wyzen scorning | Wyzen: “I have risen even ae | Stiffening, 
Asura higher in the 12,000 years ht E& dee || looking up. 
you were sleeping!" ‘ 


| Asura howls. S < . < xl] Sg" Brandishes hand, attacks! 
“What did you do!? 2 \AEY, Mpg 2) "*\ "Whooaaal 


ie Vi 
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EPISODE FIVE: HOLLOW VICTORY ——————-———— 


Episode Five is the climax of the opening. With the passage of 
12,000 years, Wyzen has become more powerful than ever before 
and proceeds to destroy Asura, while Asura regains all his 
memories, causing his wrath to spring forth anew. Une of this 
game's concepts, the idea of a total reversal in power, is depicted 
perfectly here. Visually as well, this episode contains scenes that 
symbolize this title's sense of scope perfectly. (Noguchi) 


| WYZEN BATTLEFIELD CONCEPT 


Concept art for the center of the crater. 


The very center, where the fight was at its fiercest, is 
further sunken in, creating a ‘Niagara Falls of lava”. 


od 


|] SEPTENTRION 
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Lava lake surface 


| HAMAYA 


Top rotates while 
emitting light. 


Missile/napalm bomb 


The color doesn't have to be gold. 


Floating rock 


| VINAYA SHIP 


| HAMAYA TYPES 


Hamaya 
Seeker 


Hamaya 
Combuster - 


Hamaya & 
Piercer 


Lava falls 


Hamaya 
Scatterer 


, successive fire over a broad area for 
inst aircraft. 


The Absolution ‘arge-barreled cannon equipped on the bow of 
Cannon Septentrions and Nirvana ships. 


@cyverconnect2 8 €EcyverConnect2 5 @CyberConnect2 


Picture Action Dialogue [Sec] Picture Action | Dialogue _ [sec as ~ Action Dialogue Sec 


| 1 Ph 7 Comes flying 
i] \ oe, with a bang, like 
| m | a rocket 


Pull back to wv Huge impact in 
Wyzen flying. a the space 

— between the 
earth and the 
P| sky! 


Wyzen falling! / Wind pressure 
at the camera 


Rapid descent 
toward Asura 


r oy ~ a [Asura on Earth [Second wave, 
Super, super long shot BS y, yy | ~\\facing Wyzen / from inside 


Wyzen comes flying down, 
punching all the way!!! 


| a 


No. G@cyverConnect2 No. @cyberConnect2 : @Cyrer Connect 2 


Asura cracking ‘ |_| Pierced Wyzen 
against Wyzen's i CU - ____, sent flying into 
: = || space 


Just breaking . ae” ie One moment — ; Asura from the 
A comes \ sky 

redibly ’ 
W.. 
lormal speed 
' here 
Sinking in / Bo. Wyzen comes = To the ground 
ds are flying like he 
was shat 
forward. 


Thick clouds 


Disappear all at once 


|_|] PRESSURE FROM SPACE 


(I want to have contrast here, so I did opposite of the PV, What do you think?) 


Fade out of | Gameasthat | Comes to this 


|| Part A. / « 7 
H fy 4 ft J, | LRight foot cut with RT. 


| Stomp 


| 


Out : ii 7 7 al 
| ee. SS fi “J 


Raicon TA aN {Same white in’ | Same as that { Fy Left foot Comes to this 
a Ne | out as that : ) ¥ f ¥ cut with LT, 


“1 Chases after | 
him 
1 World 


“Come onl!” 


{| Same as that 
SSH “But with 6 arms Left/Right analog 
21} pad <-> comes to this cut. 


| 
| 


| 


The world being | Wyzen: [WZ \ a Tostophim Asura ready | Na oy | bp Same as PV 
engulfed. Wid 


"Destroy!" - YE Me A i7 . SS | | Sh. SY WA y ‘4 tl Finger “colony 


L 


{| Appears on the | Wyzen does a 3 Rows) , ia 
: ac { slow blink, CAN oD ra |. If we don’t manage to work out the above three, it's game over 

other side oF | transitioning 4 a if | | |: for this issue 

the planet. from a peaceful pean 

expression to a 

terrifying one. 


Basically, enter among 6, 7, 8 cuts 


Pull back all at once to here. 


EPISODE SIX: CONFESSIONS OF A MASK ————————___ senna 


Part Une: Suffering depicts the past, the origin point for Asura’s revenge 
and the beginning of his revival, and here we have the grand fall of the 
curtain with the dramatic performances ever continuing. A crushing 
defeat right on the heels of a serious victory... This kind of question of 
how things will turn around later, knowing full well the merciless 
adversity Asura has been thrust into, is one part of this game's spirit. 
As an aside, during production, Asura actually ended up being split in 
two in the last scene. No mercy! (Noguchi) 


| YASHA BATTLEFIELD CONCEPT 


PART "A" CRATER COLOR, CONCEPT 2 


Head exposed, with 
adornments around the ears 
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|_| CHANCE MEETING WITH YASHA 


@cyrerConnect2 


iC i Action ; 


isode Six 7 ae ait a Expression Asura wobbly at 
tinued Oe ae } inside Yasha's “Dathetic - Me con the end of the 


man.” Logi Pw flashback 


mas 
unconscious i “Tf it doesn't 
Asura im nterrupt the 
flow, line in C-2, 
DoalittleTa | 3 (Bs Asura in fron 
him 


_" Line as he Asura: 
“This time, you aN YY, straightens up | "You... 
Line as Yasha \P Ie Yasha...?!" 
] raises his h as 


o strike 


Yasha's leg, . fl wi E eT Sura moving a ; 060A_0010_10 } | Yasha does not 
already standing i We Sty A Writtle VE : respond to the 
there A | at X¥ ~~ +} Reacts with a laa ) question, but | 
nudder ° y starts to talk as 
ame position Lf. if he is Yasha, 
Appearance of r LH MD /  ™\|{Same action as L A Pant Yasha: 
Yasha l \ if a wey yanking Ae \ “Why did you 
Passi \ NN x, ) ; Is If up at the come back, 
Sve Py y of Episode Ay Asura?!” 


Telop of first i ae 
appearance Sa , 7, \ 


\h 


Asuraleapsup V dra Asura 


powerfully. r ENS Hearing that 


a NAA | Yasha’s hand 4 \ 7 gt y voice, he knows 
YA omentarily \ S cA t's Yasha... 
é PN q \\ j RA . > ft eantian 


P 


ehint 


tr 
} behind 


in his face 


=a 


— 


\_| STRIKING A GOD 


No. @cyvberConnect2 eerie a Se 


“Concentrated | Asura: N LON ‘ f {Continuing from | | - Yasha's face 

| WN : viniie rit P | jz Ea : : ny the ma 
“Who do you ae. Aaaaahl! J <= below the mask 
think you i | OS, cashes Crack in the 
etsangry at | area" PS % i a bli \ Tp mask 
ose words, a ) Asis 7 
oars! 


linework! 
Pop over to Asura 
G 


Directly in front | Yasha/Deus: | 3]. . — >|! Whiteout! snap! | Channels of light | 
f the two “God.” ce | appear on 

Bam! Yasha's face. 
Little QTU?) | 


Separate cut } A; ‘ 4 ; ap oO Y | From the back of 
~~ |! Yashe’s head 
Here if you can't get } th By.’ )] || his head into 4~ | pif LO_A| Attack 
the double cut of the two | be URCSE LAY || Vasha’s face 


Bam, right in front 


‘| AL 
Wham 


— | 
Yank the camera back | ; SS | Runs towards the back without 
Two of them, their heads slammed | J j aS i - | slowing down 

Tight if ff wwe Shockwave! 

(The text storyboard has the 4 
opposite configuration, so when 

going with the original configuration, |} 
make the last TU, and cut close-up. 


[Now cracks form in many 
directions, as if crumbling) 


(_] THE CAUSE IN A SINGLE STROKE 


No. @cCyverConnect2 @ Cyber Connect2 


Last Ca Asura split in r—— In the ending telop —_ 


Come up to this (| # oy ef , two 


an un 
position... Pan up 


from fallen 
Asura 
Yasha 


[Yasha walking up| 
in front of 
Asura’s eyes 
from the interior 


Looking down | Yasha: 


on Asura. "Don't come 


Ta 


On Yasha, pan Before the 


"Be one with 
Mask us, Asura. 


In front of Camera turns ’ ... changes color. | g si 
to his striking tee 
hand. To be continued 


Glowing arm 


.. the salvation 
we bring." 


bmn _— ae | , 
Bam! wit s To the ending telop 
Vasha easily meaningless! 


striking Asura 
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PART ONE: SUFFERING INTERVAL ILLUSTRATION COLLECTION 


|| EPISODE ONE: THE COMING OF A NEW DAWN 


i é 
‘ 


(] EPISODE THREE: HELL ON GAEA 


prc 
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EPISODE FOUR: OLD FRIENDS, NEW ENEMIES 


SODE FIVE: HOLLOW VICTORY 


i ict? “ka 
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EPISODE SEVEN: A FATHER'S DUTY 


To start Part Two: Rebirth, this episode sorts out the various 
relationships between the characters. By portraying the former 
relationships between the Eight Guardian Generals rather than focusing 
on a particular incident, we can see how the characters will meet up in 
the future. The element of a burden even in the midst of happiness with 
his wife Durga and his newborn daughter Mithra - not really shown until 
now — is another connection to the source of Asura’s wrath, as well as an 
expression of his own awkwardness. (Noguchi) 


|_| GOHMA CRUSHER BATTLE CONCEPT 


Elephant buried like this 


Revised Nara Buddha colossus 
created initially 


a 


Revised traces of parts from 
Episode Four 


Battle stage is something lil 


stage configuration 
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Asura is buried like this. 


Flower 


Rock layout 
Like this 


Configuration of where Asura is buried at the start 


The ceiling is open, and snow usually flutters down. 


i nd the villagers made by piling up small rocks 


Pe lia 


Asura, half of his 
body Buried 


Getéiled rock foothold 


|_| NARAKA ONCE AGAIN 
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i r i a t 
Action Dialogue [sec { Action Dialogue [sec i Picture Action Dialogue Sec! 
—— 


[ “Probably don't | "Retr. | A /\ 4) 7) } Golden Spider | | wt \, | Yanks body up 
need to pull | 1/ N74 ; | . | 
camera back to | 
z= here, 


i 
i 
i 
i 
{ 
i 
i 
{ 
i 
i 
| 
i 
i 
| 


{Revere TN UP Golden Spider: | | at [}; 1 /\ 1} Asura starting Golden Spider: 


toclimb "You choose to 


forward?" 


"Sowhat now? | | ek 
You are a | fy, o> Hl J move 

igod j | ) a iii 
hey are. 


TRereeerrr. | ; yon BEE za "Tf you can ace bens 
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EPISODE EIGHT: WILLING SACRIFICES 


We meet the girl, who is a character in Part Two: Rebirth, and the reality of 
human weakness, the abnormality of this world, and the unjustness of the 
gods are all depicted. The gods blindly believe the humans only wish to save 
themselves after death, and they despise the weakness and cowardice of 
these humans. Against these gods, who seem to be using the souls of the 
humans they should be protecting, Asura’s wrath burns fiercely, Finally, we 
portray the girl's special nature as a symbol of the innocent, with a purity not 
seen in other people. (Noguchi) 
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EPISODE NINE: THE BEST LAID PLANS —----------__.. 


The divine injustice witnessed by Asura in Episode Eight causes his wrath to 
explode, and in this episode, he destroys the fleet led by Kalrow on the girl's 
behalf. More than the expression of each character's feelings, the main focus 
of this episode is the sense of exhilaration that comes from the wrathful 
Asura, who is defeating the gods coming after him one after another. More 
than any other part of the game, this episode sets the stage for a great many 
detailed battles, and we spent a lot of time making sure the characters’ 
performances and the coolness of the battles came through. (Noguchi) 
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Basically falling right into the middle of the game, this episode takes 
place at a bathhouse in order to ease the heart a little after the 
heavy violence of Episode Nine. This episode uses traditional 
animation techniques, letting the player enjoy the action while also 
having fun, taking a breather, and getting things sorted out. There 
were many changes made to this scenario before it was completed, 
but we knew even at the very beginning of the game's development 
that we had to do a bathhouse scene at least once. (Noguchi) 
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| ASURA AND AUGUS 


BASIC CONFIGURATION FOR THE LARGE BATH. CREATE AN OUTSIDE HOT SPRING (ARTIFICIAL) 
IN THE FOREGROUND, AND SHOW A BIT OF THE BACKGROUND TO CREATE A SENSE OF DEPTH. 


“ALL RIGHT... LET'S KILL EACH OTHER.” 
FOR EPISODE 10, 1 WANT TO DRAW AUGUS'S BACK VERY CLEARLY. 
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of the wrath within him. How the battle’s conclusion would play out was 
hard to imagine at the writing stage, and I’m so appreciative of the 


performance team that turned it into such an amazing scene. (Noguchi) 
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Episode 11.5 is the first of the downloadable content animations. We originally intended to do this episode managed to produce a gem of a film that could only have been done with animation. It goes without saying 
in CG, but because the storyboards were done so passionately, the conversation naturally turned to wishing that the phrase Ueus mutters at the end, “Or it could prove useful", led to the common complaint during 
we could see it done in animation. After that, we asked a number of people for help, and in the end we development that the fighting and tension among the characters would continue. (Noguchi) 
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EPISODE TWELVE: GODS OF DEAT 


In Episode Twelve, the cute little girl Asura had grown to care for is 
tragically killed. We depicted the girl as a character for the player to 
love right from her first appearance. Given that, her death was also 
designed as something to shock the player, and that should echo 
directly in the wordless cries of Asura’s Berserker form. In the initial 
development stages, we also bounced around the idea that about a 
hundred years had passed, and the girl, now an old woman and the 
village elder, would appear to Asura in that form. (Noguchi) 
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EPISODE EIGHT: WILLING SACR 
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|_| EPISODE TEN: WORDS OF WISDOM 
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EPISODE THIRTEEN: CAUSE AND EFFECT 


Starting with Berserker Asura's screams, Part Three: Karma is 

om the perspective of Asura's rival Yasha. Faced with the 
Berserker, who displays enough power to deal with even the 
Brahmastra - the Seven Deities’ trump card - Yasha begins to have 
doubts about the Deities’ great cause. Up to this point, the story's 
events have only been shown from Asura’s point of view, but 
depicting an opposing viewpoint more clearly shows why Asura's 
wrath is justified. (Noguchi) 
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EPISODE FOURTEEN: GODS AND MEN ———————- 


Sergei of the Seven Deities, scorning the humans, is the embodiment 
of the gods’ unjustness, and Yasha is made aware once again of his 
doubts about Deus's great cause. The drama is set up to enhance the 
player's negative feelings towards the gods and allow them to 
empathize with Yasha, who has been shaken by the gap between the 
gods’ cause and reality. Finally, to release the stress that has built 
up around Sergei, Asura appears suddenly in his Wrath form and 
punishes him in Yasha’s stead. (Noguchi) 
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EPISODE FIFTEEN: A NEW CAUSE ————_— 
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Yasha tries to talk with Asura, who has completely lost himself. But his 
words don't reach Asura. Although Yasha has only fought with his sword up 
until now, in Episode Fifteen, he brings out his fists. In the end, the thing 


that connects the two of them is the full force of their fists slamming 
together. The two of them are essentially the same at heart, although they 
chose different paths. Depicting Asura from Yasha's viewpoint also allows 
the player to understand and empathize with Asura better. Yasha is 
a mirror to reflect Asura, and thus, this is the Karma section. (Noguchi) 
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Although Ulga continues to suffer a fair bit of misfortune in the game 
itself, she gets her reward along with Ueus in this DLC animation 
Ulga's regular 30 model is gorgeous, but the animated Olga is 
overwhelming in her beauty. The battle scene at the beginning in which 
Yasha consigns to oblivion the Uoji, Rasho, and Kagebosh is very game- 
like in its side-scrolling style. Uf course, the highlight is probably the 
battle between Yasha and Ueus; their hand-to-hand combat is lively 
and full of action. (Noguchi) 
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EPISODE SIXTEEN: POWER STRUGGLE 


Asura returns! And finally reaches Deus... But Yasha is already engaged 
in combat with Deus when he arrives! Episode Sixteen introduces a 
fiery plot twist as the fated rivals fight side by side, a theme often 
seen in shonen manga. Ueus, the leader of the Seven Ueities, is the 
wall in front of our two protagonists. The story is running towards its 
magnificent end. (Noguchi) 
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At last, the final battle with Deus. With no power, there is no value in 
removing the meaning from the great cause. Here we see both Deus' and the 
heroes’ manifestations of their own strong wills. Their true desires run up 
against each other, and they expend all their power to reach a decisive 
ending. Asura’s wrath is a rage against a world full of irrational suffering. 
This unwavering determination to crush the irrational is precisely the power 
needed for people to live. Realizing this possibility, Deus leaves the defeat 
of Gohma Vlitra - his dearest wish - to these two and disappears. (Noguchi) 


| DEFENSE WALL _| FRIGATES TO PROTECT MANTRA STORES 
There are areas lacking details, so please fill these in. Please make the primitive lines in the frame Bee nC re ee tee ee ee ine rac 


bumpy. If the light is yellow, it will clash witha blue base, $0 please make it orange. Please revise so that 
the light concentrated in the center extends.fromeach part... 
oa ee 
AY a ye 


_| INTERIOR PASSAGE AND OBSTACLES 
—— | , 


j= é: . = EN N 


With this angle, give the sense of a fight with the gods 


Magnetic barrier defense system, general configuration 

During standby, the bits rotate around the parent device as in the picture to the right. When 
a character approaches, they separate from the parent and revolve at high speed around the 
parent while extending a beam. At first, there are two bits. As things progress, the number of 


bits increases, and the speed of rotation also increases. When the boss is defeated, the clouds clear awe 


_| MANTRA STORES 


ASURA'S WRATH" 
OFFICIAL COMPLETE WORKS 


Clouds 


® 


y and the entrance to the Mantra Stores is released. Penetrated 


A; 
re a 


Since the central shaft is already emitting a lot of light, please avoid the busyness of light lines on the walls 
Please treat all the joints as metal molds. It's fine if there are some areas emitting pinpoints of light 


Bulkhead right before arriving at the Mantra Reactor. 
Lines roughly like this. Blocks come out from all 
directions, separated into six or eight. A little bit of 
a deviation from the model Mantra Reactor already 
designed. 


| MANTRA CHAMBER DETAILS 


anges drastically. The cylinder covering 
the frame is too primitive; please give it a more varied surface. If 
doing all of this will exceed the maximum polygon count, just make 
whatever adjustments are possible. 


|| TO HIS BELOVED DAUGHTER 


No.S190_STE_A0060 


Picture 


@cywwerConnect2 
- 


| 
[ Action Dialogue [sec | 
1 } 


s just barely 


Center ae 


Asura and Yasha 


making it out 


ileal einai 


Asura realizing 
something 


Slow motion 
from here 


eae! i 


[At an angle from 
back of Asura’s 
head, captive 
Mithra 


be 


No.$190_STE_B0100 (Burst performance] 


[_] THE END OF THE SHINKOKU PROTECTIVE GODS 


@cyberConnect2 


Picture 


= 
[ Action Dialogue {Sec} 


Asura raises... |[ Positions | 
Mithra 
(@).p Yasha 


wahis right hand 
high up. 


— ee 


am bam 


[lech aca 


Get ready. "Don't use 


yourself as a 
base of 
measurement!" 


| Asura puts his 


whole body 
behind this one 
strike. 


/ 
@ CyberConnecsct2 


= 


Turns up to the 
sky as if pulled 
by the dead, 


And then the 
accumulated 


energy 


dissipates. 


[<2] CyberConnect2 


Picture 


Action 


Dialogue [sec 


WES 


N 
ut 


Cz 


Vb 


en 
% 


ein 


Return to time 
from here. 


1} Asura’s face 


momentarily 
twisted 


ie : 
Asura dives from 


1 the battleship 


without thinking 


Asura: 
|"Mithraaaaaaaal” 
(Please re-record 
this.] 

| 


Yasha turning 
with surprise 


No.S190_STE_BO110 


@cyverconnect2 


Positions | 


No sound from 


p 


} FO 


“Has nunchuks. 


1} From behind 
}} Deus, an 
1} enormous 


t shockwave... 


An ever more 
delayed shack 
sound 


Devours Deus 


Energy and souls 
leaving Deus 


go along with them 
being even more 
forcefully taken 


“Loud sound of 
{ destruction* 


No.S190_STE_A0070 


@cyper Connect 2 


Cut] 


Picture 


Action Dialogue [sec | 


f this layout is difficult, please 
pull it into one panel and shoot it. 


eet “Here, the positional 
erce lightning 


relationships are reset. 

naps down. Mithra 

ike takes 

erious damage 9 Deus 
| 5 

Yasha barely | Asura da ‘edd 

anages to 

escape] 

Asura, falling, 


takes a direct 
hit. 


v 
Ss 


Fragments of 
the destroyed 
battleship drop 
down. 


= 2 


- 
Asura crumples 
to the ground. 


Ee ete eet eee seen eee: 


No. S190_STE_B0120 


[<2] CSyberConnect2 


Picture 


a 7 
Action Dialogue [sec i 


Coming back {Positions 
from the 
whiteout, the 
two barely move. 


Quiet time 
“Yasha 
recovering 
behind. 


+n. 


' 
Corrective pan 


L 

These feet drop 
backward fl 
swaying, pits up bloo 
swaying. 
Loses power. 


*Might be good to have 
the voices of the dead 


“Drop the nunchuks here. Please 
have them dropped to the left or 
the right according to the hand 
that was holding them. 


Picture 


@cyverConnect2 


:. t 
Action Dialogue Sec | 


Up until the 
moment his torso 
crumbles 


KC 


+ 
A ee ee, 


Deus 
collapsing face down with a thud 
(Might be good not to include 

Asura) 


Io eececteciceeceeie 


Asura watching 
this. 

He's also 
staggering. 


"Ts he dead..." 
thinks Yasha. 


shen ann sll sanantonio 


Deus collapsed on 
the ground 


ASURA'S WRATH™ 
OFFICIAL COMPLETE WORKS 145 


EPISODE EIGHTEEN: THE BREAKING POINT —--__-_________ 


The final battle with the incarnation of the planet's wrath, Gohma Vitra. 
Asura and Yasha are determined to oppose and overcome even their home 
planet in order to walk their own path. Episode Eighteen is the embodiment 
of the ideas that you cannot grab onto the future without making a fist, and 
that you cannot move forward a step without crushing something 
underfoot. Having overcome many obstacles through sheer will, the two 
combine their fists and take on their most powerful enemy... and we think 
that perhaps the journey of Asura's wrath has come to its end. (Noguchi) 
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“Taste my bladel!” 


fr 


ont. The sword 


Sis blurred 


ead on the swords blade 


Pull back momentarily 
thread from Mithra’s 


shoulder 


sits face. . Golden Spider 
“At last, my greatest 


wish is granted..." 


Lifting its posterior, the 
+ spider releases some 
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PART 


EPISODE FOURTEEN: GODS AND MEN 


EPISODE FIFTEEN: A NEW CAUSE 
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us 


|] EPISODE 15.5: DEFIANCE 


|_| EPISODE SIXTEEN: POWER STRUGGLE 


|_| EPISODE EIGHTEEN: 


|_| TRUE EPISODE EIGHTEEN: A TURN OF EVENTS 


s% 
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becomes clear. When tt 
do in the palm of th 


RESS FALLING TO THE EARTH 


Remains of the Karma Fortress falling to Earth (eyeball) 
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|_| CHAKRAVARTIN 


-t| After the wipe 


EF threads 
EH) wrapped around 


@cyverConnect2 


f, interior becom 
amera rises 


upper body 


thra’s face 


LIne 


raveling from her lower 


Mithra: 


“You have 
defeated the will 
of the planet 
and... 


es visible 


Mithra: 


..pfoven yourself 
worthy.” 


lV. EF flinching 


Side 2S 


A. standing 


Y. raising his face 
Line 


Yasha: 
“Who are you?!" 


Picture 


[<2] Cyber Connect2 


Action 


M. low angle, 
coming up 


Camera zooms 
out. 


Four spider legs 
come out from 
back. 


I 


Bending as if to 
wrap around M. 


Mithra: 
“Lam the true 
god.” 


Mithra: 


“Lam the guide 


of all beings.” 


1 


Bird's-eye view Y. 


HH A. back side 


(Don't show face 
ReAc] 


Ee Cyber Connect] 


| Dialogue | Sec 


Action 


Lifting face 
covered in 
threads 


Face 


EF removed 
Can see face 


Chakravartin: 


“Tam 
Chakravartin.” 


4 if whirlwind 


From the other 
side of 2S 

t ane up 

Ch. To upper 
body 


| Dialogue 


A} Crane up | 


“Ttis I who keep 
the wheels of 
this planet in 
{motion.” 


ph Name telop comes up on 
Poa aT ae } 
{ Z Chakravartin \f HIS torso. 


__) TOWARDS HIS RECAPTURED DAUGHTER 


@cyverConnect2 @cyverCor mecta @cyverConnect2 


[light Afrom 


/ 4 behind as he 
-{} charges into Ch 


EF (threads) 


2 gather in front of 
1} Ch. 


/ H Can make a field 


(spider nest 
shape) 


ide 


é Light A charges 
-4| into the spider 


web field. 


Asura presses 
against the field. 
Gathering up the , 
threads [EF] in the 


“I behind. We see A 


+ behind, 


1445+ silent 


7, 1{Y. dialogue 


field 


ee Ge 


@e@ Cyber Connect2 


Action 


1 Show Ch from 


over his shoulder. 
ChZB 
2. Show Y from 


+ silent 


Destroys EF 
{threads} Asura 


Further forward 


Dialogue Sec 


Tn ZB (HS) + 
change to 
silent. 


Yasha: 


“You go 
forward...” 


AD hand grabbing 


>|, field (threads 


| 


Cracks and starts 
to crumble 


Grabs the field. 


' Arm cracks and starts to crumble. 
Side view of Light A over his arm. 


Asura takes the for 
and leans forward, 


AD lowan 
Braces himself 


~ to try and open 
Y the field 


Dialogue 


Asura takes the fu 
power washing int 


Action [Dialogue _ | Sec Picture Action Dialogue Sec Picture 


ce from the field 


Asura the 
Destructor: 
“Gragaaaal” 


ll force of the 
Ohis body and 


his physical degra 
worse. 


dation gets 


@cyverConnect2 


Action 


1 HS + silent 


WA grabbing and 
yanking on 


N | threads 


Hand 


TB 


Coming out front 


A 


Chasing with up 


C-34 blurred. 
Y, approach 


Se Dialogue 


(HS + silent up to 
here) 


3 


Normal from here | *\ 


Hand reaching out 
A. 


Side, pull back 
AQ silhouette 

grabbing onto 
field 


= 


His halo (+ four 
limbs, etc.) gets 
blown off and he 
is thrown back, 
but. 


Asura continues forward, Camer: 
moves to overtake Asura, The . 
camera follows the extended hand { ilo 


( 
| 


Grabbing on 


@cyverConnect2 


Picture 


Action 


M. in the sphere 
Side 
Dialogue 


Leans forward. 
Camera follows. 
ww 


WY | WAside 


Moving forward 


Ca. outside the 
sphere 

M. pressing 
forward, shaking 
her head in 
protest 


| 


on surface of M. 
here 


onA. right hand 


<2 
Mithra: 


“Stop... If you 
use tod much 
power, your body 
will-!” 


"I don't... 
care...!" 


Mithra 


“No... No! 
Father!” 
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EPISODE TWENTY: THE KEY TO VICTORY @@§]Ji@ii—4@- HY 


Chakravartin did some serious damage to Asura and Yasha, and in the 
aftermath, Asura lies unconscious, while Yasha does not have long 
himself. Grasping the little time he has left to move, Yasha uses the 
heart of the Karma Fortress, the Mantra Reactor, and makes his final 
bet, leaving everything to Asura. Please watch Yasha’s way of life going 
forward, in the context of his relationship with Asura. (Noguchi) 


| GOHMA BATTLEFIELD CONCEPT 


|_| SCENE WITH THE MANTRA REACTOR FUNCTIONING 


The to 


Y art spins 
5 afd ‘hd in 


If we create a background where the Karma Fortress can be seen in the distance, 
we could combine this with the light extending out in the last scene. 
Like a switch 
On? 


|_| REMAINS OF THE KARMA FORTRESS, BURYING THE MANTRA REACTOR 


This lit-up area disappears after the Mantra Reactor is pulled out. ar A ne : ffeil ead b o Glows with a 
i stl ' blinding light 


It might be good if the center 
was an octagonal shape. 


is 
dormant. 


This part embeds the Mantra Reactor, which comes out after the glass 
object in the center of the shaft is broken open. 
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[_] 100 SMALL A VESSEL 


no, A 


we ose oo ie 


Karma 
Fortress Ad 


|_] WAGERING HIS LIFE 


Sx! | himself down with 


Picture 


| Close-up 


Yasha setting 


difficulty 
Looks at Asura 


PanoverAsura | Yasha (off): 

collapsed. “As dull and 
simpleminded as 
you were... 


@2 CyberGonnect2 


Action Dialogue Sec 


Cracks the dome 
easily. 


Yasha rips the reactor out and 
pulls it up. Camera pans up to 
follow Yasha's movements, Asura 
| is lying face up next to Yasha 

| 
\ 


‘Yasha from the 
front, focus ison | Take this, Itis the heart 
hishandashe | of the Karma Fortress 
liftsthe Mantra | that had accumulated 


Reacto seven trillion souls’ worth 


of Mantra... 
Turns hand over, 
focus on Yasha 


the Ma 
Reactor.” 


: Opens his eyes, 
speaks. 


@2 CyberCommect2 


Dialogue 


Camera position 
like this 


Fingers sink into 
chest 


hastraining |"Krk krrrk..." 
self 

oves a 
inhis 
like he's 
ing 


ereactor | “Crack crack..." 
hest piece 


h reactor 


(oe 
0. \— 


Bird's eye Asura 
TU on face 


his feet a bit as 
he walks. 


Yasha looking 
down on Asura 


' Yasha off -> on 


wd admit you are 
strong.” 


“Even Augus 
acknowledged 
your strength.” 


“But your body is 
unable to withstand 
the anger you carry 


inside you." 


@ CyberConnect2 


“Cut top 
Yasha looking 
toward Asura 


Look from within 
Asura’s body 
Opens with a 
crack. 


Mantra Reactor 


enters the frame. 


Is once again 
plugged and 
sealed. 


Yasha: 

"Now that all t 
Mantra has been 
used, it is 
powerless 
alone." 


Yasha (off} 
“The pride of the 
Seven Deities... 


Action Dialogue 
ic 


Pulling 
Asura and Yasha 


Yasha falls to his 


knees, weakened, 


but. 


Pulls himself 
together, holds 
the reactor up, 
and makes some 
gestures 


Litup reactor at 
an angle 


Close-up on Yasha 


And 


Reactor dissolves 


while emitting 
light 
Effects 


“Tt’s about 


... You got up!” 


@2 CyberComect2 


"| Like this 


Yasha from about 
here 


Lifts Asura up 


Show Yasha's feet 
as he starts to 
walk. 


€@cyrver Bonnect2 


Close-up on Yasha (off): 
Asuras chest | Taiveitta 
Mantra Reactor 

being inserted 


Asura at an angle 


Yasha “Take it!" 


Yasha like this | Pause 


ty 
—~wm-— 


oo 
Close-up on Yasha 


Determined 


From Asura lying on the ground 
and Yasha locking at him 


| Yasha places a 
hand on his own 
chest. 


TU without pause 


@ CyberGConnect2 


Pan from Asura lying down | Yasha {off} 
Yasha's reactor dissolves ‘| “Donotbe 
and drips onto Asura's body. | mistaken." 
Smoke rises as the reactor is: 

absorbed into Asura, 


se-up on Yasha | Yasha: 


t| + f Ny 
getting light from | *] am not saving 
eactor you" 


Pulls back to "You must face 
charge, with an even greater 
plenty of effects. | hell... 


r than this!" 
Faces screen, than this 


punches right 
hand. 


ASURA'S WRAT H™ 
OFFICIAL COMPLETE WORKS 


153 


a. 


This is the final battle between Yasha and Asura. It is only natural for 
the two of them to want a decisive answer to the simple question of who 
is stronger - a question that must have been asked more than once in 
the past and especially now, when the end of the world is pressing up 
against them. During the battle, they show the player part of their 
relationship of trust; that they are not just rivals, but also brothers, and 
the moment that Yasha’s true thoughts are communicated to Asura, 
their fight immediately and symbolically ends. (Noguchi) 


| FIELD COLOR GUIDE 


Very high altitude drop. Asura vs. Yasha. Low angle. 


Battle in the clouds. Asura vs. Yasha. The fighting style is a proper fistfight. 


Dawn 


__| TOWER FROM TRAINING PERIOD 


Training period tower 


‘sen ASURA'S WRAT H™ 
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|_| THE FINAL PUNCH 


42% 


N oz. j @cywerConnect2 @cyverConnect2 INo.\& @cwerconnest2 


PL, car ‘ 7 


(yi 


Pan up GP) eran ca ~ bx Yasha close-up _ | Yasha f av >< || Like preparing for 
Yasha in mask | dy “Let us decide VAC NY] ahook. 

with bandage on i” K | once and for all.” . 
chest “ 


Second half of | Yasha (off-> on): 7 MA SE" Asura close-up | Asure: = Toy \ yl Aideffects to the 
cut, Yasha | “While you were YP WANG “Decide what?” bmi AN “te | sore, 

dialogue so that asleep, the world . +” 

Itsoff>on | hasbecome 
what you see 
now.” sist 4 
Pan stop when aS ans eae (~~ 11 Asura and Yasha | Yasha: ae ae Sear) Frame layout should be lke this 


| 4 J D I, ’ a . “i i f | . Ke / ig ‘ 
dialogue ends. he-W YG tt LT. 1 Q1Bat Yasha’s line} “Whois | H i |, Asura and Yasha's fists smashing 
HK "| ~ tt (Bam! stronger!” 7 2 PT “IJ agains 


4 Generatine 


First STE up to here 7} NAG - - | As the 
ec ne lace css ae ee IS ae on _ — pulls back, a 
burst of light 


fits ) . tt Pan: —{| expands from 


Camera like = RAN ae / thelr fete 
» this an ? j 


From close-up on idp \ ae ef | Pan and zoom in on Augus lying like 
Asura Gan een Be toe qn \|| @ Buddha statue. A young Asura and 
y wr hy young Yasha are facing off. 


Around the camera like 
this, Yasha at an angle, sky, 


TU on shape of Chakravartin 
insky 


|_| TRAINING PERIOD 


@2 SyberConnect2 AS ) <2} CyberConnect2 : @2 CyberConnect2 


Bird's-eye view of the ground as 
a backdrop. Then Yasha’s and 
Asura's fists enter the frame, 
and cross each other. 


Low angle looking up from 
the ground 


Cut top. Energy effect 
immediately spreads like an 
explosion. Sound is delayed 


Pan TU from Augus | Asura {off-> on]: 7) aa 5 | ner cm NE S Ck 2 x 2) SY || The light fas and spreads 
[illegible] " ida LL =" Fn ' . ~ oun a Sm, ona the around. A funnel is 
UHEQIDIE Let us decide ae pps} --2 ‘Aaaaaah! —~¥ ( <r along (ne ground. A funnel IS 
Ee, eR Ke fa : Se kicked up, tearing up the 

“| 1 ground. 


Young Asura and | today’" 
young Yasha facing 
each other 


Yasha: Camera pans 14 ea 1} In the light, show Asura as a line 
across an intense saa \ \ “\\" {| drawing, taking a punch to his 
Asura. ae IT) \/ W/j| temple. The strike slowly 

see ! presses into his head. 


“Decide what?” 


Same with Yasha 


Asura close-up —_| Asura: ‘ ata a4) == Mf Se i iat x \ -- Same treatment 
“Whois e q y } WN \ F% Yi)! Hitting Yashe’s 
stronger!” fee! 2 VU Ay ¢ : face, swallowed in 

: att 5 H wrinkles 


Third STEuptohere 


@cyverConnect2 m 2D | @cyperConnect2 . \S ) @cyverConnect2 


Direct bird's eye Ch) Bird's eye of a sea of clouds. A (SBI RSI \|Asuraand Yasha {Yasha (off): 
hole opens in the clouds and 0 ON ee Se _ | | lopposite each “Hopefully the child does 
smoke rises through the clouds ° my} NM 7 ™  ~\ i fother not look like you.” 


Yasha and Asura are 
aught in a perfect | } ya 
ross-counter strike, VA Ne yp 67/4 from the ground. <4 : Lb c— (| fAndthehairis — [woura: 
a swaying slightly. 


“Tt’s not your concern.” 


AL £ 
Sixth STE up to here e (8) te. | owthetwo Yasha: 
ilhouettes from —|*We must make 
his distance. rida 


eplace for 
Id.” 


; Zoom out to about 
Light falling to ie : -\*\ } \ this distance. 
Earth 4 | tee eas \ ' Show a beautiful 
ae 7 & | starry sky inthe | "Take care of 
background. Durga.” 


Smoke rising up 


dee Asura: 
Smoke spreading ’ SS Z “M{Center rotation TU 24 a ‘Twill’ 

es i Seventh STE up to here 
rvening 


Yasha and Asura 
are sprawled out 
on the ground. 


Debris flies at the screen all the way ANT A — «| {Ulose-up, Yasha 
to the end of the cut, where a i \ - ? \\, ¥ Hair swaying, ‘Tt seems Durga will give 
full-screen blackout takes over. / a lingering birth anytime now.” 


Asura (off): 


"Yas." 


EPISODE TWENTY-TWO: A LIFE WELL LIVED ———— 


Composition made up of Chakravartin's true form (refer to separate design), the 
renter of the galaxy, the Milky Way being sucked into the center of the galaxy, 


stars that can't break apart (for a sense of speed), and stars that can 
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SPACESHIP TOWERS 


Chakravartin (thousand arms), during super high-speed descent battle. Place pillars © 


an both sides, used with the world in-between 


ying all his thoughts of his loved ones inside his heart, Asura moves 
quietly to the final battleground alone. He has no interest in protecting 
this world he can't stand, and he can't forgive the one who created such 
a world either. However, in the end, arriving at the simple thought that 
is actually the origin of Asura’s wrath, I feel like you end up empathizing 
with him. I hope everyone sees Asura through right to the end. (Noguchi) 


CHAKRAVARTIN THE CREATOR BATTLEFIELD CONCEPT 


LAST SCENE BACKGROUND 


|_| THE REASON FOR A CERTAIN MAN’S ACTIONS 


@ cywerConnect2 : @cyrerConnect2 


Wat Ny Cut top Durga: {4 cited ae = Asura taking £8 | ae fens | Asura and Durga | Durga: 
Qurga smiling and | “She cries every —_ | Mithra from H- Sy Fo er: sura brings hand |". How befitting of 
facing forward me you leave . voy Durga's arms 7~\I 1 , © || down at the top of | 
ehouse.” oe Pf ASH the cut. 
ithra is seeking 
: ura, 
ake this work with ao Mithra starts to ga, smiling and 
tryway designs. Ape Maree , cry again when | rawing Mithra 
ura about to leave Vey held by Asura. | #2 loser 
when he turns \ ft / Strange way of A 
ound ima» | holding her 


we 
Outside? 


| 
| 


a walks over aie Asura hunches / / ) || Mother an 
Durga as if to Ne over out of anxiety, ghter 
ckinon ry EN! | ( \~ _ cheeks 
7 \ | ve . t EN. ; : 
se . ae - \\y hra not | 
d mood 


gaturnsto | Asura: S49 She doesn't stop, 4 : top, 0 [Duce ‘back): 

a, Asura peeks} T don't know Sf LD and as he hands Oe a aN ing a “[will raise our 

fithra in what to do... . her to Durga, her \ _ Py daughter.” 

urgasarms =f. . ies become Ve 

ithra stops | \A-Y onger. 
4 } i 


5 ha ® ttop,Asura | Asura: (c) ; A Close-up on 

ura strokes her |" when she [ (HR x! nging body up, | “The best I can if ‘B ¥| Mithra 

cheek with his | grieg" , a AN Scratching head | dois punch / ae Gradual TU on making the 

inger, and Mithra | \ ) 7 | anyone who SS & Looking at Asura | world a safe 
ks happy. | ; ele ae Wien a oe | makes her ery.” aes ) place for her.” 


} 
} 


|_| SECRET DECISION 


TE3 Revised Revised Revised 


No. q @cCyver Connect 2 . @cyverConnect2 : | @cyrverCconnect2 


d's eye 2 Camera moves to | andl [ Camera goes past 
s over the entire screen | |s YS the tip. | ope cere 1) Asura a bit before 
ng shines below the Be po Re fee + wrapping around. 
s (the launch of a rocket) ANS | a 


Asura, posing, | be OVX a Expression of 
dauntingly comes ONY, Wig) conviction on his 
into view. a a SOS! face, 


Spire-shaped Gradually : Display subtitles. 
rocket breaking . approaching “End with line art. 
through the | BP Asura 
clouds | fy 


This is a life well lived. 


Propulsion | Asura is standing 
Accelerating = with his arms Lights go down 
folded. suddenly. 
*Hair and clothes 
are billowing in 
the wind. 
Spire-shaped 
rocket from 
behind 


srely) + td 
Revised fo, evised 
No. ich) @Cyber Connect 2 0. No. 


Chakravartin i. io ~\\t Same position 
Asmile that could ye *Continuing as is from previous 
the ent scene 
2 | series » \ cea? Hh S| |Chakravartin smiles to show that 
| | worl. »  \ \ / everything that needed to be said 
“Head _ fA, __||has been said. 


@cyverConnect2 


Sn 


Asurasrightfist [SE a fhe tn 
*Screen shaking | “Wham!” 
“At the end of the 
cut, gotoa 
| slow-motion 
pause, f 
Asura, decisively | Asura: J } } VX acnaoacin Asura: 
speaking T refuse” SY CAN Ay, “Lwill destroy 
he ‘> Sits ae \ you and your 
|) LTE al 7 WwW so-called 
world!” 


defy mel” 
moving away 


/\) Asura, the Destructor at an angle 
\} | Chakravartin glides down smoothly. 


f Ni Js, ||Same position | by) & “es Low angle 

Up to line of sight, Uae? eo fe \ | Agura's fist HPA From Chakravartin 

about the same ss aD ae Pulls out of ii BM covering face with 

as Asura . ° LG MN I chakravartin's fees. {lone hand without 
2 | fx oh op GE || | pause, 


es) re Chakravartin’s — | Chakravartin: r) \ | Covering face with | Chakravartin: ff GSN Dicwuestiohand Chakravartin: 
< hand stretched Tam counting i \ | etek sini “Ngeht che i \ ee and looks down at | /"atis 
) ane i WHA Lowers himself. ve \ ata 'TVasurawithan | Unikely 


“ |) aloof expression. 
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PART FOUR: NIRVANA INTERVAL ILLUSTRATION COLLECTION 


[| EPISODE NINETEEN: THE ONE BEHIND THE CURTAIN 


requir“ 


EPISODE TWENTY: THE KEY TO VICTORY 


Lie 2) r? Lj 


Ni wiagai 
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EPISODE TWENTY-TWO: A LIFE WELL LIVED 


an ne Oo 
fit & B 


a 


|) mei 
\G 
Be oe 
a ae EREERER 


Saag ea ear 


SERGE! 
“ERGE! 
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FRIGATE DESIGNS 


(_] DETAILS BRIDGE 


=} PASSAGE jem 


PRIOR TO MAIN BATTERY FIRING 


Fd % 
WHEN THE MAIN BATTERY IS), 
FIRING, A LINE OF LIGHT 
APPEARS ON THE RING LIKE 


“ea WHEN MAIN BATTERY ISFIRING © pion aig _ 9 
; SPLITSINIOLaPARTS Wy NOUSPIN. BUT THE LIGHT 
GOES INWARD FROM THIS AREA. ; SPLIT! S 


< WITHIN IT DOES. 


LANDS HERE. a ee 


oi al 


The order for this was a design like Buddhist altar equipment with a face on the bottom. 
I remember doing a lot of designs since we had trouble deciding on a compromise. [he protrusion 
like a ring attached to the front was supposed to come out only when the main guns shoot, but it 
looked cooler with it out period, so we ended up with the silhouette you see here. (Okabe) 


NIRVANA SHIP DESIGNS 


(J DETAILS |_| DISASSEMBLED VIEW 


THIS IS THE BACK. 
HAMAYA WIND REAPER {ANTI-AIRCRAFT GUN). FIRING OPENINGS ARE PLACED \ 
HERE AND THERE ON THE SHIP. 


ANTI-AIRCRAFT 
PLACEMENT 


as yy 4 HAMAYA SEEKER (SMALL MISSILE] 
6 FIRING OPENING 


HAMAYA COMBUSTER, PIERCER, AND SCATTERER (MID-SIZED, LARGE, 
AND VARTABLE-SIZED MISSILES RESPECTIVELY) FIRING OPENINGS 


THE ABSOLUTION CANNON (MAIN BATTERY) IS IN THIS AREA, I BELIEVE THE 
SHOOTING METHOD IS THE SAME AS FOR THE SEPTENTRIONS NIRVANA SHIP 


E THE PERSPECTIVE 
DIAGRAM, THE CORNER IS. ecoyrnc 
= a oe SERVICE ARM 
ie OUnAL epee, HE ARM SHAKES UP 
mS » 
y . ND DOWN AS THE WING 
AY; ee wee? AND DOWN AS THE WING 


ad 
t MOVES 


| phe Ty EXTENDABLE 
i en 
/ 


TAIL ROTATES 
NINETY DEGREES. \\ 


ONCE THE ARM HAS 
COMPLETED ITS 
FUNCTION, IT IS 
PULLED INTO THE MAIN 
BODY OF THE SHIP AND 
CONTINUES TO MOVE 


THE WING 
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LI ENGINE We had Koichiro Yonemura clean up our rough designs for us. The order for all the 


mecha was to make them look like Buddhist altar equipment, but since using too 
much of that style would have made it too fantastical, we did the designs being 
careful about how much science fiction style we brought out. (Okabe) 


LEFT ENGINE, THREE VIEWS 


£ 
oe 


z, NIRVANA SHIP ENGINE AND FINS J 


hy 


THIS PART IS AN OPEN SPACE 


(| HAMAYA STORAGE 


NIRVANA SHIP BROADSIDE ope 
; MISSILES 


Dr i 


WHEN SHAFT IS DEPLOYED 


IT'S OKAY IF THERE'S MAIN GUNS’ 


EXHAUST. PARTS SLIDE INWARD TO 


“ OPEN THE SLATS 
MISSILES ARE STORED IN THE 


LAUNCHER IN THIS FORM 


OTHER MECHANIC DESIGNS 


— ESCAPE POD The idea of making the escape pod a coffin is very like 


Uirector Shimoda. In the story, just as you'd expect, 
it does end up being Kalrow’s coffin. (Okabe) 


YOU SIT IN THIS CHAIR. 


|_| LOTUS POD We designed this after receiving the order to make a floating gun battery reminiscent of a lotus pod. | | * | a " ————_ 
think we did a pretty good job of fusing brilliance and mecha-ness. When it moves, the petals open, and: ™ 
then it rotates or attacks, the petals slide, and the guns are exposed. Inside is a circular platform that a 
character can ride. And because it's floating, the spin of the main body has no effect. [Kinoshita] 


5 BE 


ee , 


NORMAL CONDITIONS 


m © ¢ 


MOVES IN DEFAULT FORM 
THEN BENDS ITS WINGS TO ENTER BATTLE FORM 


NT AND BACK UNITS CAN BE REPLACED WITH A ROTATION STRUCTURE 


A one-wheeled motorcycle has personality and makes an impact, but I think everyone's pretty used to 
seeing the kind of thing you usually think of for a wheel in which a person rides. After a lot of trial and 
error in trying to make something cool and with personality, we decided that a wheel someone could 
ride on the side of would be interesting art-wise, and we just went with that to come up with this 
design. For the gimmick with the front and back units switching and the form reversing, 


“SC oe : we actually did 3D modeling at the design stage to test whether it would actually work well. (Kinoshita) 
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ANIME DLC: EPISODE 11.5 "FORGING AHEAD" DESIGN COLLECTION 


CHAPTER: 4 


ASURA DESIGNS 


C] THREE VIEWS - 


yt When the first draft came in, a voice from the 
a bottom of my heart told me that this was it. Even 
when I see the final product created, | feel like it 

could only have been done by Director Ohira and everyone at Studio 4°C. 

I hope you'll take the time to enjoy Asura’s lively, instinctual wrath in the 


animation. [Yamaguchi 
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GIRL DESIGNS 


|_| HEAD : (] POINTS OF CAUTION WHEN DRAWING 
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ANIME DLC: EPISODE 15.5 "DEFIANCE" DESIGN COLLECTION 


CHAPTER: 3 


YASHA DESIGNS 


|_| FULL BODY VIEW : {-] LINE DRAWING: FULL BODY 


Front, with tie Front, without tie 


|_| ROUGH SKETCHES 


PN 


What made the strongest impression on me was 
the feeling that Yasha's design, his performance, 
everything was positioned to be the antithesis 
of Asura. | think it was - in a word - wonderful, 
that performance that makes you feel his 
stillness and reasonable action compared with 
Asura’s instinctual wrath. (Yamaguchil 
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er having Virector Nakazawa go to all the trouble of 
esigning her, I feel like it's a bit of a shame that she 
nly appears in the beginning. But Director Nakazawa’s 
esign is even more incredible than you'd expect, so 
ease keep your eye on her. {Yamaguchi 
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CHAPTER: 4 INITIAL DESIGN COLLECTION 


INITIAL DESIGNS FOR THE YUSUKE TOKITA-DESIGNED ASURA 


(| IDEA DRAFTS At the initial stage, the concept for Asura was someone older, with a fairly unrefined face and body. A 
sword was also set as his main weapon, and the design left more of a strong impression of a god of war 
rather than the embodiment of wrath. [Yamaguchi] 


(| INITIAL CLOTHING Naturally, we designed the color and the silhouette in such: (CJ EIGHT GUARDIAN GENERALS INITIAL CLOTHING 
a way as to keep the word “Oriental” from taking ona life of a o 

its own, but we also incorporated Japanese styles so that it : | SR, 

wouldn't end up being so obviously East Asian. At this time, 

we had him hiding his wrath within, and there were a lot of 

designs that covered his body with clothing like bamboo 

hats and cloaks. [Yamaguchi] 


This is the initial design for Eight Guardian Generals 
Asura. It feels like he was forced to wear these and 
at did match the concept, but we wondered what 
about the clothes when he changed into Six- 
d Vajra Asura, and we realized he'd have to take 
off. That's what sunk this one. (Yamaguchi) 


he | 


This concept art depicts Asura, who has vowed revenge for the lost life of his 
beloved. This was done after the designs had been completely locked down, and 
this piece was created to also be used as a title image. (Yamaguchi) 
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[| IDEA DRAFTS: POWERING UP At first, we assumed his shape would change when he powered up, but we wondered if, in the course of depicting a drama, you would be able to empathize 
with a protagonist in an unfamiliar body, or if it wouldn't just be needless noise. For this reason, we decided to show Asura powering up with the six arms that 
are his symbol without changing the base of his regular form. For the critical Berserker and Wrath forms, we largely changed his appearance while keeping in 

elements to signal that it was still Asura, bearing in mind that these forms are the result of his wrath going out of control. (Yamaguchi) 
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The idea here was that Asura is a “puppet ninja”. Taniguchi stamped this idea with his own distinctive style, and the final 
version was done pushing these somewhat different mecha lines to the surface. [Yamaguchi 


INITIAL DESIGNS FOR THE SEIICHIRO HOSOKAWA (CYBERCONNECT2)-DESIGNED ASURA ——— 


This was the initial design from Hosokawa, who is also responsible for the .hack series’ character designs. 
The design strongly reflects the "god of war" approach. (Yamaguchi 
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INITIAL DESIGNS FOR THE HIROTADA OKABE (CYBERCONNECT2)-DESIGNED ASURA 


YASHA INITIAL DESIGNS 


[|_| FACE PATTERNS 
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is is the initial design by Hirotada Okabe, who was (| POWER-UP FORM 
charge of the world design for the game. Here, too, : 

e “puppet ninja” concept is strong. The power-up 

rm design to the right was the initial design we 


0 


nsidered for Asura the Destructor. (Yamaguchi) 


These patterns were proposed in the initial stages. Since the 
impression a face makes changes significantly with even the 
Smallest of adjustments, we went through a fair number of 
proposals until we settled on the current design. (Yamaguchi) 
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proposals for the hair. You can see us 
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shaved head in there. In the end, we 
tched up the many proposals for 
Yasha's hair and face, reflecting the 


a draft. (Yamaguchil 


|_| INITIAL CLOTHING | (_] IDEA DRAFTS 


MITHRA INITIAL DESIGNS 


In the initial stages, the design had her older and with thinner 
lines than the final draft. Some of the drafts were a little 
excessive, [Yamaguchi 
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or the base silhouette, we had even more 
rouble than we did with Asura. We did 


ges knight to a bamboo-hatted Buddhist 
riest. In the end, we went with a form that 
has the sense of a dark hero, with a costume 
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that feels stealthy. (Yamaguchi 
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CHAPTER: | 3 


INITIAL DESIGN IMAGEBORRD COLLECTION 


These images are from the very early stages. [he concept 
was an Asia-like world in which a ninja fights. (Okabe) 


Battle in fire 


Asura's mother's death 


The concept here was a ninja who could make free use of puppet gimmicks, moving 
forward in a gameplay system that separated enemies with wires. (Okabe] 
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These are images from when we were still groping around. The fantasy feel is a lot stronger than in the actual game. (Okabe) 
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There's a lot of variety here, from things that are like monsters to things that are 
nore like animals. These images were done in the early stages, so these designs are 
still from a period when we were searching for the right look. (Okabe) 


ASURA'S WRATH" 
OFFICIAL COMPLETE WORKS 


AWARDING MANTRA 


REVENGE 


TEACHER/STUDENT 


ETERNAL RIVAL 


TEACHER/ 
STUDENT 


HATRED 


SEPARATION 


COMMAND 


P) 


HNN 


MURDER MURDER 


KIDNAPPING/ UNCLE/NIECE 
SEALED 


BROTHER/SISTER 


FOG <h MOTHER 
~-MITHRA 


MARRIED 


MANAGEMENT, = reap DAUGHTER 


SUPPORT - 
USE AS AVESSEL FOR MANIFESTATION OF TRUE SELF FORCED COLLECTION 


IRRITATED BUT CAN'T IGNORE 


STEALING FROM THE GODS THE SOULS 
THAT SHOULD BE RETURNED TO THE 


SOUL 
SACRIFICE 


NAMELESS VILLAGERS 


ASURA'S WRATH" 
OFFICIAL COMPLETE WORKS 


f TRANSFORMATION 


MANIFESTATION OF GAEA’S WILL; 
USED AS A TEST OF ALL HUMANITY CI 


rr 


ATION 


CHAKRAVARTIN 


GOLDEN SPIDER 


et 


“GOHMA VLITRA 
(SOURCE OF ALL GOHMA) 


GUIDE FOR 
REDEMPTION 


ATTACK 


RRIER 
\TTACK/BETRAY a 


% 4 


STRIKER 


TARGET FOR 
REDUCTION 


eee eee, 


GLIDER 


PROTECTING HUMANS FROW 
ATTACKS 


GOHMA CHARGER 


so es GOHMA HOWLER 
GOHMAHOWLER (BOSS) (INCARNATION) 


GOHMA STINGER 


FEAR 


ASURA'S WRATH" 
OFFICIAL COMPLETE WORKS 175 


CRAPIER: Ut  BALMANISH LANGUAGE MATERIALS FEATURING THE AHRYA GIR 


EPISODE EIGHT: WILLING SACRIFICES 


|_| THE GIRL SINGING A LULLABY (_] ENCOUNTER WITH ASURA |_| SELF-INTRODUCTION 


LANGUAGE m@Shara J ....Atooramahna } LANG Seah, Balman! Peta Mithra...? No, na, Ahrya... 


BR ISEVUIE Guided by the light .) TRANSLATION FETE] sEEMSEWVUNH Mithra...? No, I'm Ahrya... 


(| MOTHER AND GIRL 
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BUI SRUULg Great one, guide me... GSE IUDG Run! They'll kill you! BETSY How?! How is this a god?! 
BTag ese forma 
He EMe Right, Mother! 
Ete Dahnya! Fahgiiida! 
TRANSLATION You can't! We have to run! 


EPISODE NINE: THE BEST LAID PLANS; EPISODE ELEVEN: THE FINAL LESSON -————— 


|_| PRAYING FOR ASURA’S SAFETY _| REUNITED WITH ASURA __| BEFORE DESPAIR 


Henwewdie The shining of the stars... media God... ARVANSE WBE It's over, this is the end... 


Human fanguage Meaning | | Human language : aa 


| 4 Kuandra, ryushai. We are grateful for your divine protection. Please use my life. ee ee Hey, are you mad?! 


: gee oe Reh! Sohtee...! My goodness, this is terrible...! 
Ohmarya, sehohray, sohmaryamu... My lord in the heavens, I give you my life : — - 
: . shatal! ave mercy! 


1 Kyaritee, sabaka. ighty lord, cursed lord. a : oe : _ 1 Ashota, vahnyara... lease protect us... 
anshara, kurik. Please protect us. We offer you our lives. | 1} Vahnyara, vahnyara... 
hmasha, sohtee, sabaka...! am going to Heaven....! LG | }Kashona, somaesaral 
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EPISODE TWELVE: GODS OF DEATH 


(| THANKING ASURA FOR SAVING THE VILLAGE FROM DANGER (_] THE GIRL WORRIED ABOUT INJURIES (| ASURA TO THE VILLAGE? 


- LANGUAGE Fahshohra! Balman! LANGUAGE Charut, gahnishatta... / LANGUAGE Amasha, sohtee, sabaka. 


TRANSLATION Thank you! God! TRANSLATION You're hurt badly... (iuheeliia If we went to the village... But... 
(_] INVITATION 1 [| INVITATION e 


Kuha, virut! Arit, ryuushail _ LANGUAGE et iiitaed No... Rakta, Balman! 
BLUSE Come to the village! We have to treat your wounds! TRANSLATION [LLTERTEN. seid Where are you going? This way, God! 


TRANSLATION A sign of the end times! TRANSLATION It's useless just praying! TRANSLATION 
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CHAPTER: Ut E-CAPCOM LIMITED EDITION "HEAVEN" PREVIOUSLY UNPUBLISHED COMIC ART 


\_| CHAPTER ONE: ASURA 
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I'll send you 


Alying! 


Now that’s 
something I can do. 


Chapter Une depicts the origin of Asura’s wrath. 
The comic incorporates scenes like this all over the 
place, allowing the reader to get a glimpse of the 
starting point for Asura’s thinking. [Yamaguchi] 
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Why do you 
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What do Aes 


grieve or? 


I can see your 
grief clearly. 


Was it hiding in your 
resolve? 


There is onl 
the Cause. 


If there is anywhere for 
me. to take shelter, it is 
there. 


In the big picture, 
Yasha, why do all theré is is to 
you hesitate? send them back 


There is no need to 
trouble aes soul about 
such a trifle of a life. 


No matter what 
happens, there must 
always be sacrifices. 
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happened, oa 
A man of your stature... 
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be you resolved? Just that. 


I do not hesitate. 
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So sad. 
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as if. 
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to ery. 
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I am not 
hesitating, 


Everything is 
bestowed “upon 
US by destiny. 
Additionally, this will 
be a moment of salvation 
and suffering, 


IT know. 
Hesitation.. 


Chapter Iwo shows Yasha choosing the Cause as a god, even as he is 
shaken by the gap between the Cause and his own hidden thoughts. 
He makes a strong impression in the way he pushes his own feelings 
down under his mask, symbolizing the peak of his grief. (Yamaguchi) 
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CHAPTER THREE: AUGUS 
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Chapter Three gives us Augus's “survival of the fittest" point of view in 
the world of Asura’s Wrath. As the story of the exceptionally strong 
unfolds, we see that Augus is truly the God of War itself as he takes on a 
giant Gohma. (Yamaguchi) 


__| CHAPTER FOUR: KALROW 
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somewhere. 


Any minute, 
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as his ignorance 
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too late. 


By the time you 
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Nonetheless.. 


ult Was 


long finished, 


Kalrow. Shall we 
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Chapter Four focuses on Kalrow. In the game, he doesn't 
have any fight scenes, so it’s here that his mastery of the 
sword is revealed. (Yamaguchi 
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CHAPTER: 
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FIRST-HAND CONNECTIONS ACTION: Lu | Uda 
STARE [ew 7 — fe Ww 


THE EXCITEMENT HASN'T DIED DOWN IN THE LEAST SINCE THE RELEASE OF ASURA’S WRATH. WE INVITED THESE THREE CREATORS AS REPRESENTATIVES OF 
THE TEAM THAT GAVE BIRTH TO THE GAME, AND HAD A FRANK DISCUSSION ON THEIR THOUGHTS ABOUT THE GAME AND THE SECRETS BEHIND ITS PRODUCTION. 


CREATOR : aA CREATOR 


KAZUHIRO q | HIROSHI SEVI 
TSUCHIYA an MATSUYAMA i SHIMODA 


A producer at Capcom, Tsuchiya has worked on the portable version of Fate/ President and CEO of CyberConnect2, Matsuyama worked as the executive A producer and director in the development division at CyberConnecte, 


unlimited codes, among other titles. Together with Matsuyama, he was active producer on Asura’s Wrath, and exercised real wisdom behind the scenes as Shimoda worked as the director on Asura’s Wrath. He astounded fans and 
in promoting Asura’s Wrath, and his iconic “wrath” pose has become familiar 
to many who follow video game news. 


CREATOR 


the person in charge of it all. Fans feel close to him, even going so far as to industry insiders with his unprecedented approach of including the 
give him the nickname “Pirashi”, and he's also known for his public blag. experience of a real drama in a game. 
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THE REACTION AFTER RELEASE WAS AS EXPECTED 


It's been about three weeks now since Asura’s Wrath was released. I'm sure you must have 
gotten a variety of reactions from players now that you've released this new type of game 
out into the world, with its continuous and dramatic hands-on action. How is it being 
received? Can you tell us about the feedback you've been getting? 


Tsuchiya: In the course of development, we naturally anticipated that there would be a mixed 
reaction because we were doing something that had never been done before. In particular, the 
three of us kept talking about how we were going to get serious criticism while receiving high 
praise at the same time. But I think that’s the fate of anything new. And it really did end up 
exactly like we thought it would, didn't it? 


Matsuyama: To the letter. Exactly what we expected. (laughs) 


Tsuchiya: Broadly speaking, I think there have been a lot of people making positive comments 
about how they were able to have a totally new experience, as well as confused comments 
about how the game’ different from what they imagined. 


Could you tell us a little more about how the game was different from what those people 
were imagining? 


Tsuchiya: For instance, before the game went on sale, we announced that the hero Asura was 
completely backed into a corner, but then there is a huge turnaround. And there were some 
people who were interested in Asura’s Wrath based on the premise that it had to be a standard 
action game; which is to say simple action, I guess. There are stages, you fight the little guys, 
you defeat the stage boss, and then you move on to the next stage. And I guess some of the 
people who had made this assumption were confused by the fact that the style of the game 
was not what they had been expecting. But even from those people, the fact is that we are 
getting a lot of positive comments, like “It works as it is” or “It's different from what I was 
expecting, but I never thought it could turn out like this." 


T see, right. So could you maybe discuss the positive comments a little more? 


Tsuchiya: I think Japanese people in particular really respond to this, but you often get that 
sense of anticipation like you just can't wait for next week with weekly manga serializations or 
weekly drama series on TV. In the case of weekly manga serializations, they'll just do a battle 
for several weeks. At a certain point, the hero will snap and the ending will try to make you look 
forward to him powering up so that you anticipate that things will probably wrap up the 


following week. But even with that expectation, you don't know how the hero's going to win the © 


next week, right? I feel like you usually want to see the details of that victory right away, and 
we've had a lot of people saying that Asura’s Wrath has made them feel like that. Our approach 
to our customers has been totally different from that of conventional action games. And I 
think we've had a lot of reactions where people are kind of surprised that you can do this kind 
of thing in a game too. We've also had a lot of people saying that they really felt the drama and 
the story. 


Shimoda: There were some people on Twitter writing about the gameplay, and one person 
wrote, “I'm on Episode 5 now. I'll do one more episode and then I'm off to bed.” And then that 
person wrote, “I cant sleep like this. Just one more episode and then bed.” And when I followed 
this persons timeline, I saw that she kept playing until she had finished it. People are really 
enjoying the game the way we intended, which is just such a great thing. 


Matsuyama: The story, the passion, the sense of scale, we've been getting really strong praise 
for these things. Using the medium of gaming, we've created a drama that you can really dive 
into, so think comments like that are exactly what we were going for. 


DLC ANIME AND NIRVANA OBJECTIVES 


About the animated Episodes 11.5 and 15.5, and the Part IV: Nirvana pack, when in the 
development period did you start thinking about the idea of providing these to players as 
downloadable content? 


Matsuyama: Hmm, I suppose it was in the middle of everything. 


Tsuchiya: Yeah, I think it was around then. We decided right at the beginning to go ahead with 
a dramatic style. Along the way, we got to discussing what would be fun to do precisely 
because we were going with a dramatic style. And it seemed to us that in dramas - in manga, 
anime, and other things - there's often the development that although something seems one 
way on the surface, it's actually something else underneath. We talked about how it would be 
interesting if we could do something like that, and we got carried away and decided to do it. 
Was it when we went overseas that we talked about this? Or was it in Hakata? 


Matsuyama: It was in Hakata. 


Tsuchiya: What got us excited about doing it was when Matsushima suggested that we do this 
kind of side story as an animation. He said, “The truth is, I haven't mentioned this to the staff 
who'd be doing the work, though.” (laughs) And Fukuda*, who was also there, his eyes narrowed 
with suspicion. He made this face like, “What are you saying, boss?” (laughs) 


*Norikatsu Fukuda from CyberConnect?, in charge of the music for Asura’s Wrath. 


Matsuyama: He did have this “Huh?” look on his face, didn’t he? (laughs) 


Tsuchiya: Matsuyama basically said that we could lean on the same style and passion we had 
used for the rest of the game, and that we could go ahead with CG and do the same images, 
but that it wouldn't turn into something going beyond what the customer imagined. And since 
we did want them to be surprised, to be delighted, Matsuyama went ahead and suggested 
that we do it as animation. At that time, I remember thinking, “Right. Just where is this guy's 
head?” But it wasn't simply that we would make an animation. We decided that if we were 
going to animate it, we were going to do it with the best staff in Japan. 


Matsuyama: That's right. 


Tsuchiya: He said at the same time that he wanted the quality to be especially apparent, and in 
that moment, Matsuyama had already decided on the staff in his heart. He had ideas for the 
director, the performers, the creators, the personnel in charge. And as it turns out, we 
managed to realize the project just as he imagined it. They got back to us with the answer that 
it sounded like an interesting idea and that they wanted to get to work on it right away. 
Naturally, Shimoda, who was in charge of things on the ground, probably had a slightly different 
impression of the anime format. (laughs) 


Shimoda: Actually, I was the one urging Matsuyama on. 
Tsuchiya: Oh, is that how it was? (laughs) 


Shimoda: It was. It was all as I had planned. (laughs) I thought that when we announced to 
our players that as an addition, we had these hidden episodes, that they would be surprised 
and also see the fun in the idea of being able to do something like this. As a body of work, 
Asuras Wrath is inspired by the kind of drama you used to only be able to enjoy in anime and 
manga. And since Asura’s Wrath gives you a taste of that pleasure in game form, there was 
also a sense of anticipation, like what would happen if you put some anime into the middle of a 
video game drama. In the end, I think it works as a nice element. 


Please talk about the chain of events leading to you asking Studio 4°C to do the animation for 
Episodes 11.5 and 15.5. 


Matsuyama: Asura’s Wrath is done in a dramatic style, and is an extremely fiery work. By 
building the game with the latest in computer graphics, we managed to create a drama game 
that allows you to experience the passion inherent to this type of experience. So if we were 
going to put additional episodes into the game using animation, who would be the company 
making the highest-level animation, an animation company that is the pride of Japan? Who 
would win that fight’? When I spoke with Tsuchiya about it, he said that he didn’t know whether 
they would be able to do it, but that he was thinking of reaching out to Studio 4°C first. We love 
studio 4°C, and we have a history with them in that they've done work for us several times now, 
so I went directly to them and laid out the concept. Naturally, this was before Asura’s Wrath 
had been announced. I told them that we wanted to surprise the world with the animation 
techniques Japan is so proud of, and that wed love for them to just go crazy with it for that 
reason. Studio 4°C has done a bunch of things, like The Animatrix, Tekkonkinkreet, and 
Spriggan; it's a company that has carved out a place for itself in history one work at a time. 
somehow, Ohira* and Nakazawa* made time for us. They promised us right at the start that 
they would get the best personnel together and make animation to shock the world. 


“Animation director Shinya Ohira, in charge of direction, art direction, and character design for Episode 11.5. 
He has also continuously been involved in Studio Ghibli films. 


“Animation director Kazuto Nakazawa, in charge of direction and main character design for Episode 15.5. He is 
known for having worked on the animated part of the film Kill Bill. 


shimoda: When we got the final staff list, it wasn’t just one or two people that made us go, 
“What? You got this person?!" There were really a lot of them. (laughs) 


Tsuchiya: I felt like when the players found out about this staff, they would be saying it was 
like an “All Japan All Stars" team, or some kind of dream team. For the main game, we got Ichiro 
Itano to direct the special performances for us. So there was Itano, there was Ohira, there was 
Nakazawa... It was really amazing, a team out of some kind of dream. 


About the Part IV: Nirvana pack, when I first heard that the final conclusion to the story 
would be in the DLC, I felt like you were adopting a fairly bold way of doing things. What kind 
of reaction were you aiming for? 


Matsuyama: The idea for this was the way that, sometimes after a drama or anime series ends 
its run on TV, the following episodes will be done as movies or OVA. This was that pattern. So 
the game itself is complete the way it is. 


shimoda: Right. First of all, we decided to finish it up at 18 episodes. And then, once you've 
been satisfied with that, there's Nirvana. For example, with a drama shown on TV... as a general 
rule, you have to wait one week to watch one episode, right? I think that this is part of the 
enjoyment; you have this feeling that a week is too long to wait, but that week also gives you 
time to imagine what will happen next in the story. Also, when the story's finished, we leave a 
kind of hook there to give the player the sense that there's something beyond that ending. And 
just when we've fanned that feeling of anticipation, making you wonder when we'll do it and 
how it will all end, there’s Nirvana. Right now, I think it's a time for having people wait.* Since 
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we're doing this in the style of a serialized drama, we wanted players to get a taste of the 
pleasure of waiting, the pleasure of imagining. That was our aim. 


*The date of this interview was March 16, 2012. 


THE CREATORS’ FAVORITE EPISODES 


Tsuchiya: Since I've obviously been staring at Asura’s Wrath since we first started to squeeze 
out the scenario, I'm emotionally invested in every episode, but the part I like the best - the 
scene that fans the flames within me, in line with the theme of wrath - is the one-on-one fight 
between the hero Asura and his former mentor Augus. You're going from Episode Ten to Eleven, 
but I think that the Augus battle is the most striking of all of Asura’s battles with the Seven 
Deities. This is because Augus himself, unlike the other Deities, is just a strong man who 
basically just wants to fight strong opponents. Episode Eleven is essentially a story where, 
rather than focus on his objectives as a Deity, Augus is checking the true strength of his 
former student Asura, whom he must defeat... and then they both put their objectives aside 
and simply try to kill each other. And it's not that they suddenly start fighting; they go to the 
bathhouse in Episode Ten, they're all "So should we have a go at each other?”, they stand at the 
same time, and then the resolution happens in Episode Eleven. I like the way this flows. I’m 
already the type of person that likes passionate stories, so the flow of these two episodes 
really hits home for me. I also particularly like the back-and-forth they have in this fight. 


Matsuyama: If we're looking back at the whole story, I guess it would be Episode Eighteen. It's 
the last episode in the core package. With the setting for the final battle being the center of 
the earth, the sheer scale itself is unheard of. There are also so many things that happened to 
both Asura and Yasha in the 1/ episodes leading up to this battle. I also like the exchange 
between them when they see the final enemy. There's the bit where Yasha says something like, 
"Tt resembles you in its wrath." And Asura’s reply to that is that he’s the stronger one... I think 
the character of Asura had to take 18 episodes to become complete to get to that conclusion. 
The whole performance, everything, was even more perfect than I could have hoped. I think 
this kind of sympathy is really essential before the final battle. When you reach that point, and 
he says “I'm stronger". (laughs) Like, is this that kind of fight? (laughs) 


Tsuchiya: That guy definitely would never say something like, "I'll defeat him and save the 
world, you'll see." (laughs) 


Matsuyama: Right, exactly. (laughs) This is Asura’s Wrath. (laughs) 
Shimoda, how about you: 


' 


Shimoda: The scene I like the best is in Episode Twenty-Two, when Asura just stands on the end 


‘of that giant rocket. Way back at the very beginning of the project, when we didn't even have a 


script, we wanted to at least have this picture. Back then, we had no detailed designs for 
Asura, so I just made an imageboard with this symbol of passion, just this angry man riding 
silently on this incredibly enormous enemy alone. And we finally got it in there in the very last 
episode, Episode Twenty-Two. Asura’s reason for taking action is wrath right up until the end, 
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but this wrath was not for the purpose of saving the world, like Tsuchiya and Matsuyama said 
before. It's the other side of his desire to keep his daughter safe; Asura is one man taking this 
wrath welling up inside him and throwing it against this creature Chakravartin, who has been 
controlling the world behind the scenes. I think this scene is the one that perfectly 
encapsulates all this romance of a man who has his own deep-seated convictions. 


A UNIQUE IDEA THAT PERSISTED FROM THE INITIAL DEVELOPMENT 
PERIOD ALL THE WAY TO THE FINAL PRODUCT 


Shimoda: The theme of wrath was there from the very start. That illustration was something 
drawn for a particular system, and that system remains in the final game in a different form. 
During development, we came to realize that after you had fun with the intense passion of a 
particularly wrathful chapter, you would also need a way to relax afterward. Wrath is a violent 
emotion, and in terms of film too, it ends up being fairly dizzying. If we showed that nonstop, 
players would definitely get tired, and they would become numb to Asura's emotions. So there 
was the suggestion that we periodically insert calming kinds of scenes after letting some of 
that wrath out, and one of those scenes is the “mysterious bar” illustration (seen above. In 
the bar we see this character Thompson, a manifestation of Chakravartin who influences the 
story. Incidentally, Thompson's image was modeled after Richard Attenborough”. For some 
reason, the souls of this mysterious old man and Asura - a man fighting in a science fiction 


Buddhist world - would be called to the mysterious bar, and there would be an intermission to 
recap the story up to that point... In the end, though, we decided that the hurdle for this idea 
was too high, and we shelved it. Rather than getting a new perspective on the story, the player 
would just be confused; it would have just ended up being noise getting in the way of the 
central drama. But the idea of varying the storytelling tempo a bit is still in the game in the 
form of the “Next Episode” summaries as well as the intervals telling the backstory of the 
world Asura lives in. 


“Afilm director, producer, and actor who won the Academy Award for the 1982 film Gandhi, which he directed, 


DESCRIBING EACH OF THE EIGHT GUARDIAN GENERALS WITH A SINGLE 
WORD 


You defined the true natures of the Eight Guardian Generals with one word for each general. 
When did you decide on these? 


Tsuchiya: It was fairly close to the start, wasn't it? 
Shimoda: You're right, it was. 


Tsuchiya: We decided on the wrath theme at the start of development. I remember that about 
a week after we made that decision, Matsuyama and Shimoda proposed a way to depict this 
theme. 


shimoda: In portraying this emotion of wrath, we allocated different feelings for each of the 
Seven Deities. We thought that if there were contrasting emotions, the wrath would be more 
clearly understood. Establishing a theme that allows each character to be expressed with a 
single word allows players to get a better understanding of the characters. For instance, if we 
spelled it out in the drama like "Kalrow's this kind of guy, he’s sly like this," it might make the 
player feel like the pacing is not very good, so we wanted to give the player that idea right from 
the start, where they can see at a glance, "Oh, he's crafty, or he’s the type to act without 
showing his hand." So Kalrow's word is “sloth”. If the enemy characters are easy to understand, 
it's easier to sympathize with the hero, like “I’m going to make Asura kick his butt.” 


ANIME CHARACTER DESIGN OFFER 


The characters in the DLC anime episodes seem a little different from their normal CG 
versions. Is this the result of requests you made on your end? 


Shimoda: In the offer we made to Studio 4°C, we said nothing about not changing anything. 
First, after they had looked over our designs, we actually talked to them and asked them to 
change the designs to make them easier to give motion to. Asuras Wrath is done in CG and 
portrayed as fairly gorgeous and detailed, in a way that suits a Buddhist world, but depicting 
all that in animation... naturally, they have to make it all move and draw it all out panel by panel. 
That clearly is not feasible in terms of the amount of work it would entail, and with animation, 
the characters’ depictions come not from this kind of textured feel, but rather the changes in 
their silhouettes, the changes in their overall shapes, and their various feelings and 
movements, so we absolutely believed that it was best to change the designs to suit the 
animation medium, which is why we did ask Studio 4°C to change them. 


Tsuchiya: Episodes 11.5 and 15.5 are completely different, after all. 

Shimoda: They are different. 

Matsuyama: Because they were directed by different people, and we all have different tastes. 
Shimoda: Asura's color also changes depending on the scene. 

Tsuchiya: You're right, it does. 


Shimoda: They did that so that the temperature of his wrath would come out naturally without 
them explicitly saying it. 


Matsuyama: Since Episode 11.5 is them fighting the whole time, the first proposal we got from 
Director Ohira was that he wanted to change Asura’s color with each cut as the animation 
advances. The game itself was made with CG, so there are a lot of adornments, a lot of details, 
right? So he wanted to put the fire ahead of the detail. More than anything, we were hoping to 
amaze the people who saw it, so the order from up top was not to worry about details at all. 


THE CREATORS' FAVORITE CHARACTERS 


Can you tell us who your favorite character is? 


Shimoda: When I'm talking with the staff, I often say it like this. Thinking of Asura and Yasha as 
one character... Who I particularly like is the character created by the relationship between 
these two. In depicting the part of Asura that is his wrath, we can't quite get to the true 
nature of his wrath when we just show Asura. But by looking at Asura through the eyes of 
Yasha, his rival standing in opposition to him, I think the entirety of Asura is shown. I think the 
idea of the rivalry between Asura and Yasha being impossible to overlook comes from this 
relationship. In the end, when we see the true, dramatic nature of Asura's wrath, and were 


shown the heated development leading up to that, this rivalry and relationship with Yasha 
comes to the fore. Then, just like Matsuyama said earlier, that line at the end of Episode 
Eighteen, “I'm stronger,’ just comes out naturally. I think I would recommend these two 
because of the human relationship that is the abstraction of this drama. 


What about you, Matsuyama? 


Matsuyama: I guess it would be the human girl Ahrya. It's not shown in the story, but she 
introduces herself in the Balmanish language invented by Shimoda. In Episode Eight, there is a 
scene when Asura first meets Ahrya, and he says “Mithra?” - mistaking her for his daughter - 
and she says, “No, I’m Ahrya,” and gives him her actual name. So her name is Ahrya. Asura's 
Wrath is the story of the gods, depicted from Asura and the others’ point of view, right? It 
starts off as their story and it ends as their story. But if this just started and finished as a 
fight amongst Asura and the gods, the game probably wouldn't have any weight to it. Her 
existence - the existence of these humans to be protected - is really huge, and Ahrya is kind of 
like the representative for the people of Earth. So she is a key component in Asuras growth. 
And to be honest, her animator worked so hard; I really like her animation. Each of her 
mannerisms is just so cute. 


And now you, Tsuchiya. 


Tsuchiya: I think I touched on my favorite earlier, but I really love the teacher Augus. There's 
the hero and then you have him as the hero's teacher. Of course, Asura's Wrath isnt the first to 
do this; there have been many games like this, but I think you most often see this teacher 
figure becoming the boss in other games. Naturally, I think that a lot of derivative works and 


comic versions of games have depicted this particular relationship, but I think that alot of the 


time, the character in the so-called mentor position ends up being a strong boss or has their 
role end on just a footnote. But Asura’s Wrath is a game that was created to give players a 
dramatic narrative experience, so the question of what this relationship between Augus and 
Asura was 12,000 years ago is tucked into the game all over the place. The two of them 
remember the old days in the bathhouse scene, how it was when Asura and Yasha were 
training with Augus in their days as students, and there's even an episode where the player 
gets to actually play in that timeframe. With things like this, the relationship between the two 
is deftly incorporated into the game itself, depicting - if only for a short time - the student- 
teacher relationship between Asura and Augus, and we're able to tell their whole story up to 
the end, without leaving anything out. However, their final battle has a different flavor than the 
others in the game; Augus momentarily sets aside his objective as one of the Seven Deities 
and prioritizes simply settling his and Asura's fate in battle. That fate is thoroughly understood 
to be a result of their relationship as teacher and student from more than 10,000 years before, 
and for me, this is a dynamic I really love. In the sense that he is completely fleshed out, the 
expression on Augus'’s face when he dies is just so good. Augus may have lost, but he left this 
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world satisfied; that comes across pretty clearly. 


Shimoda: Augus is one of those characters that we just had one idea after another for during 
development. I think the entire staff was well aware of that. 


Shimoda: You're right. Taison’s a character that sticks around for a while, and one that we had 
since the early development stage. 


Matsuyama: Taison’s been the punching bag ever since test modeling. (laughs) 
Tsuchiya: That guy was there right from the start. 
shimoda: And if we're talking about sticking around for a while, there's also Doji. 


Tsuchiya: Actually, Doji's another character I really like. I like his minor enemy style. I think he's 
really top-notch as a minor enemy, with the expression on their faces when they spread out, 
and their tottering walk. (laughs) 


Shimoda: Absolutely. (laughs) 
Matsuyama: (laughs) 


n hantinn Ha hard tn niuonrinaly 


LC &YUTTIOUYW LU UIIMUIPUULUI YS LEIG LONGO GO VMOUULIIY 


j / ivi 
gp RV TIMI LU UYOLIUUN UVLO Jirl its 
w J 5 


Shimoda: Wyzen is in the position of being the weakest in a group of the strongest and is the 
first to come out and battle Asura, so he should be a guy who annoys you and makes you want 
to send him flying at a glance. I think that each and every one of his mannerisms is really 
annoying. For instance, when he first appears, he has his legs crossed in the warship, right? 
This fat guy who's all cocky with his short legs crossed — you end up wanting to punch him 
before he even says a word, don't you? He's a rich character in a lot of ways. 


Tsuchiya: He shouldn't even be able to cross his legs. (laughs) 
Matsuyama: They're just sitting on each other. (laughs) 


Shimoda: (laughs) 


A BRILLIANT TEAM OF VOICE ACTORS BREATHING LIFE INTO THE 
CHARACTERS 
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Tsuchiya: Well... We really did get very strong people on the project, so I think all of them were 
wonderful, but one person who made a particularly powerful impression was Hiroki Yasumoto, 
who played Asura. A lot of games have individual characters recorded separately”, but for 
Asura’s Wrath, we did everything in our power to have the whole cast come together and record 
their dialogue all at once. Yasumoto was always saying that with the whole development staff 
coming out to the studio, there was no way the performing side couldn't also show up in force. 
It was really gratifying to hear him say that as a voice actor, he would give us something even 
better than what the development staff was looking for. In fact, for the scenes where Asura 
and Yasha had dialogue together, Yasumoto and Junichi Suwabe - who voiced Yasha - would 
often sit in a corner of the studio and talk in-between recordings. 


“Each actor is recorded separately. 


Matsuyama: That's true, they did. 


Tsuchiya: It's not as if I was standing around listening to them, so I don't know what exactly 
they talked about, but I think they were probably discussing their performances. Things like, 
"Okay, I'm going to try this take on it, so in the next take, you try this," or something. If you 
read the script, Asura is a character that does nothing but get angry. Yasumoto really took the 
time to think about how to act this out. When you went to the studio, you could really feel how 
he was performing with an awareness of Asura’s relationships with the other characters and 
varying his anger accordingly. I remember thinking, "So this is what it means to be a pro." The 
way he would speak up on his own also made a deep impression on me. Like “He should be 
more aggressive here, so I want to rewrite this line,” for lines that had already gotten the OK. 
It didn't matter if it was the middle of the night after a full day, you know? A lot of Asura'’s lines 
are shouted, and he always managed to play his role while keeping a close eye on his own 
physical condition, going right up to the limits of his own throat. It was never over simply when 
we were done with the take; he always kept his eyes on how we could make it better, which is 
exactly why we got the Asura we did. In those moments when the voice actors breathe life into 
your characters, you really feel how amazing it is. 


shimoda: I really felt that Asura was inside Yasumoto. He read the character so well, and the 
way he would say “This guy is this kind of person, so he gets angry with this kind of timing,” it 
made a serious impression on me. Even though it’s this singular anger, there's the kind of 
groaning performance like he's being crushed, and parts where he just howls, right? Our 
performance supervisor asked for different things for each take after thinking about factors 


_ like what kind of strength it needed, but Yasumoto’s performance really went above and 


beyond our supervisor's expectations. So many times the performance was different from 


what we had suggested, but we always felt like it showed us another, more interesting way to 
do it. Even for those parts, more than once, I got the feeling that it was Asura standing in front 
of the mic in the studio. 


Matsuyama: Right. The casting for the game was great. After the voice actors were decided on, 
we did the first testing for the voices. Usually, it’s "Sorry, could you make it a little younger," or 
“Give it a feeling of being a little older," or "Pick up the tempo a bit," and we end up giving all 
these kinds of instructions. But this time, with everyone, the moment we did the test, we were 
all, “Oh, Wyzen's right there!” (laughs) Even with Chakravartin, it was like “He's standing over 
there.” (laughs) We got the performances that we had been imagining the whole time we were 
working on the script. What made a particular impression on me was the many places where 
our expectations were exceeded, like Shimoda said, and because of that, we ended up adding 
lines to the script while we were recording. 


Tsuchiya: We changed a lot of things in the studio, didn’t we? 


Matsuyama: We did. For example, the exchange between Asura and Yasha in Episode Six. 
There's the scene where Asura screams something like, “Who do you think you are®”, right? And 
Suwabe comes to us apologizing and asking if we could possibly add in the line “God” with the 
sense of a kind of fierce certainty, and we got that into the final package. Rather than leave 
Asura’s line to hang alone, he wanted to have Yasha reply because that fit the style of the 
game. These kinds of passionate performances just popped up naturally when we were in the 
studio. There are several places like this where we ended up adding lines. 


THE CREATORS’ CHALLENGES WILL CONTINUE 


Under the names Capcom and CyberConnecte, you created Asuras Wrath. I'm sure the fans 
are looking forward to what you come up with next under this same umbrella. Could you tell 
us a little about your plans for the future, even if it’s just something at the idea stage? 


Tsuchiya: Sure. I don't think there'd be anything to talk about if it had been Capcom and 
CyberConnect2 coming together just to do Asuras Wrath. We came together to do new things, 
to create surprises. My impression of CyberConnecte is that they are making games for the 
sole purpose of delighting their customers, which is an incredibly simple but at the same time 
very serious objective. I think that from the developers’ viewpoint, they're always taking on the 
challenge of clearing ever higher hurdles. Although I still can't say anything right now about 
what kind of results we're going to get from joining up with a company like this, at the very 
least, we'll likely be making new Asura’s Wrath products, and probably some special new 
“something” that I can’t even imagine right now. The only thing I can say for sure is that wed 
definitely like to keep working together to keep attacking these new challenges. I really think 
that is rule number one right there. But when that "something" takes shape, I'll be happy to 
proudly announce just what it is. 


Shimoda: Exactly. Getting the chance to focus on creating one title together, we were able to 
really complement each other in terms of our weak points and our killer techniques, and 
because of that, we're here now. So whatever we do next, we all really threw ourselves into this 
one, but I think we could do something even harder, even crazier next time. I think Asuras 
Wrath is being received quite well, so we'll probably end up making something else in the 
future. Maybe we'll be able to give the fans the game they'll all be waiting for, something 
surprising, like “After Asura's Wrath, they did this?!” But either way, this definitely isn’t the end, 
and this is very much a relationship wed like to keep going with. I hope the fans will also be 
looking forward to what we do next. 


Matsuyama: I think what these two are saying is exactly right, but the one thing I would say is 
that there's no point in thinking like, "Well, Asura’s Wrath is over, so if we have to do something, 
let's do something." Just like with Asura’s Wrath, I think the conversation is more like once we 
see a vision of something that we both want to tackle, we'll start to work on that something. 
It’s not the case that we have this working relationship, so let's just do something and 
anything's fine. I promise that the time will come when we can announce a new, powerful 
project that will knock everyone's socks off, so I hope the fans will keep an eye out for that. 


Finally, do you have a message you'd like to give to the readers of this book? 


Tsuchiya: Asura’s Wrath is a game with detailed designs that took a long time to make. Having 
come this far together with CyberConnecte, I think we were able to make a very detailed game 
with story elements that aren't even covered while you're actually playing the game, parts of 
the story that aren't told within the game itself, and we built a whole world from that 
foundation. Every little detail, from the corners of every background to each character's 
mannerisms, is incredibly wellrealized. I really think that Asura’s Wrath is a game in which all 
these foundations being built on top of each other seeps out into and enhances the play 
experience. I hope that everyone kind enough to buy this book can get a sense of the passion 
and fire that the developers poured into this game and its development. I'd also love it if they 
tried to play the game again while immersed in the wide world depicted in this book. I 
personally love to take in works like this; it’s something I do a lot. Naturally, Asuras Wrath was 
made to endure this kind of repeated play, so you should play the game, read the book, and then 
find new ways of playing the game. I hope you'll please try this; I'd be very happy if you did. 


Matsuyama: On one hand, while it is just a single game, we also made a dramatic film. We really 
love the medium of film. We were able to gather all of these people who love creating things 
and have been working together all this time, so I do feel like being able to make a work like 
Asuras Wrath is one of my dreams come true, after working in this industry for 16 years. And 
even for games now, talk about things like remakes and remasters has started to increase a 
little recently, but films are like an older sibling to games in terms of their history, and they've 
been doing all these things over and over for years now. Film is kind of mysterious, so it doesn't - 
fade. Not films themselves, but film as a work of art. Films made a long time ago were shifted 
to video, then to LaserDisc, then to DVD, and now they're being sold as Blu-rays. Each time the 
format changes, films are remastered again, and some films just end up being loved by people 
over multiple generations, right? I think that films give us that dramatic experience, they give 
power to everyday things. We made Asura’s Wrath with the aim of creating something like this, 
and I do think we managed to create a work that can be enjoyed anytime, anywhere. I think 
that even after I die, this piece will live on; it would really be great if tons of people could keep 
enjoying it forever. Most likely, the people who picked up this book are the first people to really 
experience Asuras Wrath like this. 


Shimoda: The people buying this book are the ones who are already completely enthralled by 
Asura and want to get even further into that world, I would guess. I think that reading this 
book is a chance to learn that there are still many areas where you can go even deeper. I think 
that if you go back to the game after reading this, you'll end up realizing things like "Oh, this 
meant that." You might be even more moved by the game than you were the first time around. 
And as Matsuyama mentioned, Asura’s Wrath is a work with that "drama that never fades" 
quality; it really holds the richness of humanity and has parts with these strong intentions 
that make you want to take on some new challenges. These kinds of values are not just for the 
present; I think they're things that will never change. This book will be there in the future in 
some form, like maybe it'll be left in a time capsule or placed in a corner of a library 
somewhere. I'm confident this book is the kind of work that, when some future person is 
interested and picks it up 300 years from now, the book will communicate how this was one 
way people 300 years prior enjoyed themselves. I hope you will enjoy reading this, and I hope 
the ideas within help you have even more fun with Asura’s Wrath. 


Thank you very much. 


March 16, 201e (Friday), Capcom Tokyo branch 
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